
BASE VMS. 

IT GIVES NEW 

MEANING TO 

SLUGFEST. 




In the 24th Century, basebal I legends are 
made, not born. Because this is Ultra's' Cyber 
Stadium Series — Base Wars™ for your NES™ 
And baseball's high priced heroes have been 
replaced with hulking mechanical he-men 
resembling humans, half-ton tanks and 
unidentified fielding objects. And they're 
programmed to pound, punch and blast it 
out for base possession. 



"ortunately you can cash in your Cyber 
League winnings for parts, repairs and a wild 
assortment of metal shearing weapons. And 
if the battles get too brutal, just save the teams 
and stats for another day 

So choose your bionic ball clubs, set the 
robot rosters, and go circuit to circuit in single 
games or a tortuous 10 game pennant chase. 
See if you can survive America's favorite bashtime. 




"HE'S GOT A CANNON 
FOR AN ARM" 

• Control the speed, 
direction and path of every 
pitch, including the flashy 
Ultra-Fastball. 

• Strategically adjust the pitcher's and batter's position. 



ALL THE SIGHTS, SOUNDS AND STRATEGy 
OF BASEBALL 

•It's all here -pitching, hitting, fielding, running, and 
catching Just be sure to duck when the shrapnel flies, 
• Awesome selection of music and super sound effects. 

You'll feel like you're right 
inside Cyber Stadium, 




SHOP TILL you DROP 
A BUNDLE 

• Rexy the Riveter will wait 
on you in the Parts Shop, 

• Use your Cyber League 
cash winnings to buy parts, 
repairs and weapons, 

• Choose from 22 different protective and offensive 
items including iron gloves, hyper engines, laser swords 
and more. 



UP-TO-DATE DAIA AT yOUR FINGER TIPS 

• Review any robot's current equipment. 

• Four different models of mechanical maulers, each 
with specialized circuitry for ^ 
playing a specific position. 




ceM 



mij 




ssrs-SK:^:"^ 



3 Letter fnun the GamePros 

NmHe^m Bifmfskment System 

4 Teenage Mutant Ninja Turtles 

6 Teenage Mutant Ninja Turtles II: The -Arcade Game 

10 Batman 

12 Castlevania III: Dracula's Curse 

14 Dragon Warrior II 

IB DuckTales 

18 Ninja Gaiden II 

20 Mega Man 3 

24 Shadow of the Ninja 






2B 


Super C 


31 


Jhe Immortal 


32 


A Boy and His Bbb 


1 34 


Ultima: Quest of the Avatar 




Sega Master System 


3S 


Alex Kidd in Stiinot}l World 


38 


Psyciio Fox 


40 


SpeiiCaster 




Genesis 


a 


Budokan 


U 


Golden Axe 


ts 


PiTantasyStarll 


50 


Thunderforce III 


52 


Stridor 


^-^ 


54 


Pheiios 


I'f 


55 


Revenge ofStilnotji 


t* 




TUrlmGrafx-ie 


lIV 


50 


Benin's Adventure 


Ut 


60 


Legendary Axe 


P* 


62 


Military Madness 


■ 


64 


Ninja Spirit 


m 


66 


Spiattertiouse 



Game Boy 

Teenage Mutant Ninja Turtles: Fall of the Foot Clan 
70 Ducl<.Tales 
72 Gargoyle's Quest 

Nemesis 

75 Spiderman 

Lynx 

76 Xenophobe 

78 Gauntlet: The Third Encounter 

79 Todd's Adventures in Slime World 

iBPiO Magaime, Inc THe GAMEPRO® name and fogo aiB trademarks ol GamsPro 
id Gane Boy aie Registoed TraOemarks of Ninlendo of America, Inc Sega and Ge 
ga d America, Inc. Atari and Lyn< are Registered Trademailis ol AtaiL Corp. TurboG 



Teenage Muta^il Nir|a TuiHe 




BylJieGmiePros 

Over the past few yeare video games have exploded upon our TV screens. How we 
spend our spare time (and our spare dime) hasn't been the same since. 

At GamePro we've been stomping the controllers right along with you. But the 
sheer mass of games that are dumped onto our machines is almost impossible to sift 
through. We do it, but we know you haven't had a chance to scope them all out. Some 
carts always manage to slip through the cracks. 

So just in case you haven't seen some of the top carts out there, here's our first 
compilation of Video Game Greatest Hits as reviewed in the pages of GamePro. \Afe've 
scanned through the mag to find the hot video games we've covered. We aren't talking 
totally stone cold oldie moldy - ProClassic - material yet, no Super Mario 1's or Zanac's 
here. But some day w/hen someone wrtth a lot of time on thar hands decides to set up 
the Video Games Hall of Fame, these carts will be there. 

Having said that, we can already hear noise. If your favorites didnt make the cut 
this time - Chill! There's always next time. Besides we onfy had so many pages to work 
with! Everybody's got an opinion, that's cool. Here's ours. 

In the battle for most popular carts, those Teenage Mutant Ninja Turties cowabun- 
ga'd all the rest (besides dont they make an excellent cover?). 

Tlie NES list was a tough call. Old favorites like LoLo, Mega Man, Castlevania, and 
Ninja Gaiden made it, but in their newer versbns. Relative newcomers like Batman and 
The Immortal were too good to sit on till tiie next Yeartxx3k. Tecmo Bowl was the only 
unanimous sports selection. 

To give all 8-bft-ers their due, see what you think of these three bonafide Sega 
Master System hits: Alex Kidd in Shinobi V\for1d, Psycho Fox, and SpdlCaster. 

The Genesis list shouldn't be missed. There's a littie something for everybody - slick 
hand-to-hand COTibat in BiKtokan and Revenge of Shinobi, hackin' and slashin' in Golden 
Axe and Strider, fine roleplaying with, of course, Phantasy Star II, and all-out shooter mad- 
ness in Phdios and TTiunderForce III. It's a good crew, but ooohh tiiose carte we cxDukJnt 
include - sorry ESWAT and John Madden Football fer\s! 

Bonk's Adventure, Devil's Cmsh, and Ninja Spirit would be great games on any 
system, and we think they're definitely among Vre class of the TurboGrafx-16 Tur- 
toChips. But Military Madness and Splattertiouse have loyal followers who would bust 
down our dows if we didnt include tiiem. 

Handhdds heW thar ovm. Vne Game Boy's got strong representation v^th Batman, 
DuckTales, Wizards & Warriors, and Ihose pizza-iovin' Turtles. The Lynx litter is a gem 
witti Gauntlet, Slime V\forld, and Xenophobe. 

Okay, now turn tiie pages and check out the Hite as we saw them. By this time next 
year, we'll have an entirely new batch, and even tougher decisbns to make vwtii Game 
Gear and probably Super NES games, too. Ma^rtDe we'll let you decide. Now, excuse us 
while we sneak off to the arcades, those Double Dragon nuts can get pretty mean! 




Graphics: Judges the cart's pix, animation, and artistic design; Sound: 5 = Turn up ttie volume! 1 = 
Noise pollution; Gameplay: Rates how smoothly the game's command interface and controller 
tunclions translate into onscreen action and lun; FunFactor: Here's the bottom line: Is it fun? Chal- 
lenge: Rates the computer's smarts and game skills, but remember a low rating here isn't neces- 
sarily bad and vice versa. See Graphics, Sound, Gameplay, and especially FunFactor. 
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streets and sewers of New York City and 
into Shredder's horrific headquarters, the 
Technodrome. You have to play each of 
the four Turtles one at a time, but you 
can switch among them any time. Each 
Turtle has his own life line, and if it runs 
out you're captured! 



JJ^ 




SiPBdilBr's waiting! 

The heiDes in a half shell track 
Shredder acnass five incredibly tough lev- 
els of turtle-stompin' action through the 



River Dam sky-high. In Level Two that 
makes swimming not swond-fighting 
skills a must. 



By &asb8r Qiwi 

\^!S?^| This past Christmas lucky 
' GamePtDS scored big if 
they managed to beat the 
crowds and snag a copy of 
Ultra's ultra hot Teenage Mutant Ninja 
Turtles: The Arcade Game. If you didnt 
score this Turtles sequel or you've finally 
defeated the Foot Clan, why not check 
out the original that started it all back in 
1989 - Te&iage Mutant Ninja Turtles? 



Shredder has abducted news reporter 
April O'Neil and every die-hard TMNT fan 
knows she's the only person Virtio can 
bring Raphael, Leonardo, Michaelangelo, 
and Donatello out of their shells. The Tur- 
tles are detennined to save April, put an 
end to Die' Shred-head's worthless exis- 
tence, and in the process restore their 
radical rodent martial arts master. Splin- 
ter, to his normal human self with the 
Metal One's Life Transformer Gun. 




fmit We bamlis a" its tartle soiw- 
PROTIP: At the start at Uie underwater 
section, proceed nglit and diswm BonW 



Ttm action's Af the sewers. 

Most of the action in this one-player 
adventure is di^layed in a side view per- 
spective inside sewers and buildings, but 
in order to find these you stroll the sheets 
via an overhead, bird's eye \rew. 
PROTIP: Exfdore the buildings in any or- 
der. The only dead ends are buihhngs 10, 
11, and IS. 

PHOTO': The large bidding in the center 
of We am is a tetviTK ^lot to power-up 
with lazza batweeo excursions into the 
caves. You can aba rescue a t^len com- 
rade hi the passageway undo' We de- 
swucOble bloiAs. 

•^' ' > Power 

Naturally, they use the vreapons they're 
famous for, but you can add to their ar- 
senal by grabbing a fimited supply of 
special throwing weapons such as boom- 
erangs and shurikens. Other helpful items 
that pop up occasionally include energy- 
restoring pizza, rope for crossing the 
gaps between buildings, aid an item 
called "Mr Invincibility," which makes you 
temporarily indestructible. 

the Big Mauser stx^ 
u»-p(.(/y miner »» stoeljaws, use Bim'sBa, 
and hold down Up and /wsA B cmWmou^y. 

Thncp flam finmliQ 

if the worid's most fearsome floating 
fighters successfully rescue April in the 
first ievel, they find out that Shredder has 
set eight bombs to blow the Hudson 




One. Swim up Wraugh the Kvt passage 
to get Bona Two. Go back down xid ri^ 
to Bomb Tlwee. Then head op md Bona 
Four is to We left, litoxt, go ni^t to Bimdi 
Five. Up and then ri^it leads to BirnA S&r. 
Go down, Wen down on the r^t side, 
and you tindSm^ Seven. FinMy, swim 
down on the left side, then headnght to 
Bomb Bght. 

PHOTIP: ff your oxygen Umer is ^loat to 
rim out, which automatically drowns 
your ennre temn, sefeet the merest 
Turtle and commit Twtle-ade. That way 
you only lose one Turtle and the tmmbs 
you've disarmed remm macOve. 

Keep on Truckin" 

The good times really roll in Level Three 
when the fab four bum some rubber in 
their Party Wagon. Armed vt/ith Anti-Foot 



Video Game Greatest Hits 




Party ilBwn m the Party Wi^oa! 

Clan Missiles and a rapid-fire Vulcan Can- 
non, the boys must search trough the Big 
Apple to find Splinter, who was kidnapped 
while they were off saving the dam. 



Four you can cruise after Shredder in the 
Turtle Blimp - if you can find it. It's some- 
where in JFK International ^rport, but 
you'll have to tight through the Clan 
again to reach it. 

Techno Tough 

In Level Five, Shredder's getting scared - 
you're close to the Technodrome, v^ich 
is hidden deep w/ithin one of four caves. 
But if you fail the first time around, its lo- 
cation changes every time you play 

Pnfon tho ^hnoitriatt 

The final big brawl broils inside ^e 
Technodrome with laster totin' rocket 



Turtle Soup 

TM^^■ is a good blend of side view fight- 
ing and overtiead map tracking that 
ought to keep your fingers busy Howev- 
er, It's got a few dents in its shell. 




Dm meets B^op. 




PHOTIP: As you ilrive the Wagon, press 
Select to exit and all onscreen Foot Clxi 
soliSers m0 Roller Cars iBs^pear. 

Ait^opt High Jinks 

If you rescue Splinter, eat the Foot Clanls 
lunch, and waste the Mecaturtle, in Level 




men and miniature mechanical dinosaurs 
vtrith whip-lash tails lurking around every 
comer. All paths lead to the Turtles' arch- 
nemesis, that "Edward Sdssorhands" re- 
ject, Shredder 

PROW: To beat tlw TaiModrome tank 
wait mtU the laser svi^hes oft, then 
fiiwp m the treads and tSs^^ the two mh 
ni-guns. New, cimcena'ate on the eyeclops 
radar, M loOi oat lor Foot Soldiers. 
PROTIP: When Shredder attaclcs, jump on- 
to Ote right ledge, ducic, and use your 
weapmt to knocic him away every time he 
tries to leaii onto the left iriatlorm. A 
special we^ons suf^ as the Jr^de 
Sharikeas maiis greaf / 



The absence of a multi-player option 
detracts ftum the whole concept of Turtle 
togethemess, the overall action is just av- 
erage, and it's nearly impossible to finish 
with only two continues. Also, although 
the Turtles look cool, the Foot Clanners' 
graphics are a little weak. 

Despite ttiese drawbacks, however. 
Teenage Mutant Ninja Turtles will rank as 
one of the top-selling NES carts of all 
time. What gives? Turtle power, dudes. 
When you're hot, you're hot. Cowabunga! 
TeaugeMuantlit^ Tuttes by intra 
(S43.BS - Available Now. 2 megs + MMC8). 



Save nsasar SpMBp hvm the HHeeawma. 
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By Mnay /UvaOe 

Cowabunga! Everyone's 
favorite hefoes in the 
haff-shell thought they 
could kick back and 
catch some rays. They tossed Shredder 
into a garlDage tuck for some serious 
shredding, but his titanium battle helmet 
kept his maniacal mind from bang 
mashed. Now they've discovered that 
Shredder is still alive, and he's stoked for 
revenge. Bummer! He's training new, to- 
tally terrifying Foot Clan soldiers, and he's 
recruited a pair of alien dudes, Tora and 
Shogun, to hunt down Michaelangelo, 
Donatello, Raphael, and Leonando and 
put them out of business for good. We're 
talking turtle soup! Double bummer! 

Bust Some Moves 

Siredder has snagged April, a lovely 
joume^ist, ^ bait to lure the pizza- 
munching mutants. The horizontal and 
vertical scrolling action, based on the 
smash arcade hit Teenage Mutant Ninja 
Turtles, takes place in the crime infested 
streets of New York City. Before they can 
come face to fece with Shredder the 
awesome amphibians have to hack and 
sla^ their way through seven scenes, 
ten levels altogether, each populated by 
hordes of boffo Foot Clan goons. 

One Of two turtles can head into 
combat. It's great to go it alone, but for 
really hot action nothing beats a two- 
player simuttaieous game where each of 
you picks his favorite turtle. Each turtle 
has three lives and three continues. 



anapnnridaadivwaponlsttasame. 
Jiatfilekiftartavortte! 
PfWJV: la a tmi^ayar game yoa can 
steal a Hta tvm your budily by lilttiiig 
Suttoti A wAw aW of yow Hvbs are gone. 
PHOW: Eara an extra Hte lor evwy 200 
points. Eadi enemy yea sn^ Is worth 
em point. 

RoadTr^i! 

Once you and your favorite turtle hit the 
road it's martial arts madness. The action 
is straight-ahead arcade-styje with non- 
stop hand-to-Foot-Clan fighting. Here's a 
brief road map of what lies ahead. 

It all begins when April gets 
snatched, and you battle it out with ninja 
Foot Clan baddies in her Midtown Loft. 
Yo! You better practice your moves now, 
because these Foot Clan soldiers are 
nothing compa^d to the totally radic^ 
ciovms waiting for you up ahead. 




Mff TP: TlMV are ne mator dfflereaces 
tennMR M Airnrtifs. jUHMubA OCA 
MM taf a dffhranr WMpofl; n« nMte 
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PROW: Use the Ofttarmt 
(O^cts yoa ff/Mf in the 
streats (sl^ posts. 



PIW7V: Reckstaa^ fs waMag lor yoa at 
tlie end ot Scene 1. Use year fanv/owtiw 
move Oft mm and ^ ot tlie Ug, liad Foot 
Oan bosses. 

Make it out of April's loft with your 
shdl intact and you're ready for a little 



barrets, etc.) and metner levels to beip 
you beet ttie batltlfes. 




mow: Watcb out tor open manholes. 
F^Hn md yoii lose two Sle bars xid 
womler "Wbo twtm oat tlw UaMs?" 
PHOUP: Ctteck oot ttte Ptna aa the imar 
ledge ot tbe Scene 2 street lenl. Pizza Is 
toi^totbidbitblssamesek 
every slice Is located and mala sun you 
imoH^ ft dovm. Ar a tvnhplayar game 
tlwe's stHI oiriy one sdce el ptza pa* lo- 
catloa. You'll have to decide who needs It 




PHOTV: Mousers are KteraKy basting 
tlvvt^ the was of tim savnr. Stand 
rmtbi treat etttu opening tbay break m 
tbevvallandiii/hackaHayatthamastast 
asyoacan. Yowllratldt knocks them 

09dr «tf Ms fflCOMf «Nt AltafMff flMffl off 

- with mhmaldamagatayaer karma. 

Get ready to freeze yair...er...wel!, 
whatever it is &iat turtles freeze when you 
start slipping and sliding in Scene 3's 
snowy Central Park. Here you'll have to 
dodge falling boulders, fight some frozen 
Foot Clan freaks, and battle Tora, one of 
Shredder's alien bounty hunters. 




PROW: As you rmmd this cm'ner wateh 
out tor the two Pina Hut sifits. They'd 
/a0 off the wads and ^oash you Hat. 

If you manage to bash Shredder's 
main porker, Bebop, you'll find yourself 
faking a nasty plunge into the sewers. 
Here you'll tangle wifri a mess of mech- 
anical Foot Clan monsters, ninj^ 
packing knives, hammere, and 
rs, and the gnarly Dr. Stock 
man in his flying fortress 
ntOW: &n ^K can swbn, hti 
missiles may make mmce..er 
rurMff flwir sf jw * 4 Auft 



PItOW: Try te h/rce Frosty am H 
one ^de^ the screen and bash klm.Ktm 
can keep Imadcmgbkn Mid the adfa 
yeul melt bknm short order, mttham 
^hlsmls^lesandremanma'thathe 

kttp ? fff>rtfrtHr!f:fp(f rrfrnt Use 
the sme trick ■■ :& 



mfn'Wirffrrwmw 



l>IW!*,>«»mit>#i(- 
tmto > Mw »itf mm /Mw » >nM 
Ms (met »ri M tniMtra iw nsn. 



m\lvu 



DIDH PRO VIEW 



PROW: Don't mi into the snow 0es an 
the w'oimit. You'll lose two life bans. 

Phew! You're out of the cdd - but 
things atB tough all over. Vinnle's Parking 
Garage Is crawling with Foot Clan creeps 
with knives, machine guns, and throwing 
stars, and you're the one in charge of 
spring cleaning. 

PB07IP: Watch oat tor cars that saHden- 
fy pall oat of parking places to plaster 
yoa across the asphalt. 
PftOJIP: There's a sUee otPina at ttie 
miti el this level, last to the ri^t of 
where yoo'H ti^t the boss. 
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PfaJW: Dr. Stockman rewnts nt moth- 
twm toting an awesome gun. Try to 
staml on his shadow and then wait latS 
he shoots and jump and hit him. 

Scene 4 takes you to Madison 
Square Avenue and the Rock-A-Fdla Ex- 
pressway Both of these scenes are 
buzzing with action of the motor vehicle 
type. Speeding cars and motorcycle nin- 
jas try to run you down, and pesky 
Roadklll Rodneys want to make this an 
electrilying experience for you. Foot Clan 
ninjas vwth spears are eager to tum you 
into amphibian shish-ka-bob. What^ a 
turtle to do? How about going totally 
tubular arxl showing them your most 
radical moves, skatetxard-style, 
PROTIP: When you're an tap of a speeding 
skateboard just use your jump/swing ad 
ettier moves as osaal. 
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PROTIP: Don't let the Blackhawk hell's 
shell-shack you. Just use your lumping 
move an them over and over and you'll 
ground them far good. 

Once you reach Scene 5's Rock 
Quarry you'll have to bust some really 
radical moves. The Foot Clan soldiers 
here don't fight fair with their machine 
guns, boomerangs, and knives. Granitor, 
the boss, likes his turtle meat crispy, so 
he tries to fry you with his laser cannon. 
PROTIP: It's easier to fight from the up- 
per level In this scene. This way you 
avoid the lasers fimg oat of the bottom 




PROTP*: Stay near the rear wall to make 
it past the laser-firing gims safely. 

Scene 6 is the house of Shogun. 
The action here is awesome, especially 
when you go head-to-head wVr\ the Vin- 
cent Van Growls (two white tigers) and 
among others, Blade, who uses his 
deadly blade hands for a little mutant 
slice and dice. At the end of the scene 
you'll face Shogun himself, another of 
Shredder's intergalactic txwnty hunter 
buddies. 

fflffr/P; Watch out for bamboo stakes 
Oat pop oat of the Door. Ran aadjianp to 
fttpovo'thm. 




PROW: Seat yiment Van Growl by dodg- 
ing his charges and standing near the 
screen edges to bop him an the oase as 
he runs from left to right and vice-versa. 
PROTIP: Battle the Scorpions by backing 
them off the screen edge and hitHiw 
them repeatedly until they're done lor. 

Make it to Scene 7 and you're in the 
Technodrome - time for the battle of your 
life. Here you'll have to tangle with lacing, 
a warlond alien, and Shredder himself in a 
deadly fight to frie finish. 




HtOTB': Watch oat lor We cannons thatpv 
up to Wrnyaukito a frozen hirhepm^- 
PROW: Watch oat lor faffhig canaoidi^fs 
when you're riding the elevator. 

Awesome! 

TMHT: The Arcade Game is sure to be a 
monster hit. The heavy-duty faithful-to- 
the-arcade style game play (and it's a 
long game!) are real crowd pleasers, and 
the radioactive mutants are as person- 
able as ever. The new scenes blended in 
with the original arcade scenes are a 
great addition. The music could have 
been better but, hey, you can't have ev- 
erything. If you've had a bad day bash- 
ing Foot Clan boffos is a radical way to 
lighten up. Go for it, dudes and dudettes! 
Teen^Mutamietila Turdes: TheJbvade 
Same by URra (854.95 - Available Winter 'SO). 
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GIVE YOUR GAME BOY A TASTE 
OF COMBAT, CONTRA STYLE. 




Mmmmm, Operation C" for Gome Boy™ has all the brutal 
battle flavor of the NES hit Contra!" But here's the bite: this 
time it's Scorpion alone versus Black Viper-Red Falcon's partner 
in slime- who's turned a secret naval lab into on experimental 
alien freak factory. 

To blow away Black Viper's pit of hideous genetic mishaps, 
you must blitz five merciless war zones including Mutant 
Mountain, Phlegm Forest and the dreaded Cove 'O the Crud Creatures. 
All infested with zombie snipers, bloodthirsty squid lice, savage 
spider moths, devastating techno-terrors and more. 

Of course, in true Contra style, you'll have to upgrade your arms 
OS you go with Spread Guns, Fire Guns ond the oil new vermin-seeking 
Homing Gun. Three lives plus a Continue Mode may keep you going. 
But Black Viper's awfully 
hungry and you're going to 
make a tasty Blue Plate Special. 







Bat-Play 

The gameplay is fir 
video supeitieroes, Batman | 
powerfui puncln. But he also tias a 
Batarang, a Spear Gun, and a Diifc 



^^mwim^ 



Bysmm 

The Joker's got Gotham City in the grip 



IfsaBas! <■ 

Batman stars in this action-pad<ed video 
game tDased on the hit 1 989 movie. This 




VouiihavelDi 
ing to iDeat the villains,^ 
time to figure out the tsest tactic vereus 



against crime takes you through five iev- *^^^' ^''"^ ^^ ^ ^ gravity-de- 
als of play in otder to destroy the Joker^ lying wall jump that's definitely a cod ^ 
gas plant and put the hook to hB insane ™''^- 
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nww: roll ma lomes Hy beating tat 
guys. Te stecH m, laeli mil at scam te 
ameHmireaimx: 

/WnvCsftiM eaa staiul with one lent 
mmmdit el Mges. 



However, the pasty-faced maniacs 
reouited a monstrous mK of mad inen 
to make your He miserable. The Killer 
H/loth fires kilter moth balls. The Electro- 
cutioner puts on a shocking display. Fire- 



Batmante defin'rteiy a winner! The cartas 
graphcs are terrific wrth great animated 
sequences tjetween levels and a dari< 
overall look that really captures the mood 
of the movie. The on^ reason you'll finish 



bums you up. 

You'll have to get by these boss guys 
and ten other villans to face the Joker, no 
bughing matter 



PBSJIP: The Was Jnnv viapks when yen 
Inmp down as well as up. Juslstepella 
ledge, press A, ami use Uie directional 
pad to mote towards a wall. 



rmw.laSUm MiMiathiatmvebi 
mitlng at the eige of Ha ihoetlng 
limes, mm his llame Is en, charge 
leman anH punch his l»ts eut. 

pmiP: me an the llylng Enlercers in 
Stage 1-2 hy staying Inm ant using tin 
m*. 

pmriP: When yeu heat the enloivers ' 
your Spear Can really helore you tnp 
ell the leUge. That's so you can attack 
Stage lis K.e. Beast mckly, Mm M 
canpmhissmort. 






dual cannon Ih-st. The cannon I 
shots high, then tmo shots lorn, mni-^m 
out the Electric Current Controller on the 
upper lelt. Stent on the top right platlorm 
Imtcheut lor the electric jolt), lump w 
ant shoot. When you hlow the ECC, Imme- 
tlately trop oil the platlorm to avelt the 
shots from the Nerue Center behlntyou. 
Now, jump up to the Nerve Center ant 
crouch 10 Irent ol it to emit its triple 
• 'mi* ma Hue eye. 
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': Jo heat the Killer Utolh In Stage 
, stent on the sitelines mile he 
...ems his lirehalls at you. When the 
Moth comes torn to your level, hit him 
Kith your ttrk or punch Urn. 

PHOTf: Vlheo you lace me three-part Ma- 
chloe Inteihgence System in Stage 2-4, 
use the mrh or the Bun to temohsh the 



•imitantiou>smiheatache.mveU- 
warts them as you strilie, so that they 
jump over you rather than on you. Seme- 
times you can make the Jaters In We he- 
ginnmg ol Stage 3-1 tisappear. Set them 
to chase you to the lelt antf/omd over you. 
Thee run larwart to make Ike screen 
scroll over them. You can also shoot them 
onscreen. Men their haets appear on 
the right etge ol the screeo, theyre 
stuck there unless ynu move terviart. 



jumps to Ike other sUe, IMiiv him aver, 
lace the cooler, ant punch him or shoot 
huncontuiuously. 

pmiP: men the nrekug In Stage 4-4 
raises his arms tu throw krekaUs, jump 
over tkem ant lass Ike Bataraim " ~~ 
Tke Batarang only uses one skal 
kim twice comkig ant gokw, so It 
serves your weapon energy lor the tat- 
Health the Mer. When fk-ehug ruskes 
at you, run towarts him ant jump. Year 
momentum shoutt carry you saleiy over 
him, then you can hit him Irom hekmt. 

nmw: The Joker's attack pattern is 
sttlar to Eirehugs, hut he calls towo 
■^"^'"^fl Irom the sky when he raises his 
Melt the iighloiog ant lump over 
'^ts he tires, then, use your 
auarang. Yao can else teleat the Joker 
hy /ticking towo right where the tip ol 
his gun is at the liuor ant punching away 
at his stomach. VoWU he ehle tu avoU 
koth the teaiky shots Iran his fw ml 
his lightmng tons. 



BejaVutorYou! 



food, money, a ' 
behind certain s 
the floors. 



hopping QuasJmodoes. and a Boss thai 

looks like Kino Konq! 




PROTIP: Strike all the waas. 
far hwaen item! 



to use the Pocket watch ana 
, sir flight. 

Awesome Allies! 

The most innovative aspect of Castleva 
i/olves our hero's three new ailie 
i - the son of Count Dracula. 



play, as opposed to the long, 
drawn out quest in Castlevania II. 



;ing tor valuable hearts or 

w, pons such as the Battle Axe, 

the Banshee Boomerang, or the all pow- 
erftjl Rosaiy which eliminates evey ene- 
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Choose Me oalh yoo like wiselyl 




Your enemies are 
r menage-" ■^-"" 



keleton Dragons, and good of 
Frankenstein. .-c. .-^d 



powerful Ball of Destruction and can 
into a bat. Grant Dynasty sticks to w^,^ 
and ceilings, and Sypha Belnades can 
shoot flames, ice crystals, and balls of 
lightning. 

A Feast for the Senses 



PBOTIP: a the timer permits, load up an 
extra hearts tar your special weapons 
by repeatedly reentering the previous 
section you mre in. The candles will re- 
light and yield hearts each time. 
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Gttnuncly tints ffetl gruptncs acci 
CatllBtmaie. 

PassworiBlochaie 



eachsf 
cificca 


fic^ gameplayec and ead* 
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Cusuimellfassmnlsmlla'tou, ami 
my ton! 

A Spooky Oish! 

Konami has done an exemplary job of 



your teeth into Castlevania lit, tKfore 

Count Dracula sinks his into you! * 

CasHetam «l - Oraratei Curse Irm Hmi- * 
ml (W.as - Available Fall lean 
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By Jalttmy Apcade i 

Yo, gamers, Dragon 
Warrior rides again. 
That's right, the Dra- i 
gon Warrior role play I 
saga continues in Dragon Warrior II. In 
case you haven't heand the Dragon War- 
rior series is one ot the biggest game 
crazes to ever hit Japan (they're up to 
Dragon Warrior IV), Last year Dragon 
Warrior came to the states. Now, Enix 
America, a nevi' Nintendo licensee, is 
bringing us part two. 

Family Ties 

if you battled your way through the first 
title you'll remember that you were a de- 
scendent of Erdrick who saved the King- 
dom of Alefgard from the Dragon Lord 
himself. The second saga takes place 
about 100 years later. Hargon, an evil 
Sorcerer, trashed the Castle of Moon- 
brooke, leaving a tral of death aid de- 
struction. It's up to you to make Hargon 
chill out before he puts the kingdom on 
ice permanently 

Get Ready to Rock and "Role" 

If you've never diecked out a role play 
game. Dragon Wanior II is a good place 
to start. It's a classic role play scenario 
where you head out across the land in 
search of information, special items, com- 
panions, and clues as to how to stomp on 
the bad guys. The cart features a map of 
the entire land, including oceans, moun- 
tains, desals, and caves. When you reach 
towns, castles, towers, or caves you flash 
to an up close and personal view which 
enables you to explore the buildings and 
talk with the inhabitants. 




PROTfP: Here's a stanaard pole play tip. 
Befmv yea save youp game with the King 
OP the Wlz^d in the tiitlepent towns, 
charge yoars^l up at the inn, buy what- 
ever you want to buy, and eQuip youpselt 
completely. That way il you somehow 
torget to save your game you don't have 
to waste time and money baying all ot 
those items again. 




screen switches to a battle scene where 
you'll come face to face with whatever is 
waiting to chew on your hide. With expe- 
rience you'll learn how to defeat the dif- 
ferent enemies. You also decide how 
each character will fight. 
PHOTIP: Sometimes the Oumbest thing to 
do is to try to be too cooil if you're only 
packiag a wealc sword and you come 
lace to lace with a Baboon, ran! 

Yoj earn poirits and gold by trash- 
mo the b^n -^u s Farn enough points 
I in vo I ad. nc =■ lO higher levels, with 
Moro Hi' °on s r/agic Points, Defense 
I 'CI its etc Use ^ ojr gold to buy 



PROTiP To cross the ocean, jam over to 
the town of Lianport and pescae the gtrl 
held hostage hi the evd Grendins. She 11 
have a solution to your problem. 

Pump Yourself Up 

You may be the heir to Midenhall Castle, 
but you're a wimp at the Iseginning of tfie 
game. To get really buffed you've got to 
head on out and battle some bad guys. 
Just as in any role play it's a good idea 
to stick close to town and build your 




Buy some weapons. 

weapons, amnor, special items like po- 
tions, and to revive yourseif or your com- 
panions in the Houses of Healing, 




CfrecA out your character's status. 

character up before you go for a cruise. 
Dragon Wanior II features the same 
menus and command options as Dragon 
Warrior. 

You get really hyped, of course, by 
destiDying the tx)gus beasts, creepy 
creatures, and other assorted monsters 
and goons partying outside of the towns. 
When you run across these dweebs the 



Revive a dead comrade. 

PBOTiP: Early on in year Quest its smart 
to capry as much al the Medical Hepb as 
you can, along with an Antidote Herb or 
two. Otherwise, you're going to die alet! 

PROTIP: n one of youp characters dies 
you can Trade that character's items to 
someone else. For example, it Apthpo 
gets bumped off, youp character and 
Elani can still use his Mediad HeiHis, etc. 



rsflr to evo'yim! 
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Cruisin' for Bpuisin' 

Once you've built up a little strength it's 
time to head out across the countryside 
in search of bigger and iDetter things. You 
won't be able to advance to some areas 
until you've completed all of the tasks in 
the area you're in. That's cool because 
you wont tie strong enough to battle the 
bad guys in the next area, 

PROTIP: Your journey begins at Miifenhall 
Castle. Once you've reached level 3 
Itead west in search of Leftwyne. From 
there ftead aortli to the Castle of Can- 
nock, men ym've reached Level 6 



you've got the stuff to tiead nortffeast to 
the Sftrmg of Bravery. 







'^^'fiitfMMi 



need the Keys. You'll lind the first key, 
the Stiver Hey, in a cave west of Can- 
nock. Try not to explore this cave on 
your own. 

PROTIP: You'll have to search for the elu- 
sive Golden Key hi the town ofZahan. 
Look for a friendly dog to help you. 

Motley Crew 

Lucky for you some of the younger royal 
set of the nearby castles have decided to 
help you defeat Hargon - nanely the 
Prince of Cannock and the Princess of 
Moonbrooke. The problem is you've got to 
find these two before they can help you. 

PROTIP: You'll just miss the Prince when 
you visit the Spring ol Bravery. To catch 
up with him try checking out the Inns in 
Mldenhall, Leftwynne, and Cannock. 

PROTW: You won't find the Princess until 
you Journey to the second mmf srea of 
the game. She tfunks she's a dog, but if 
you let her look at herself In the ndrrop 
you might convince her otherwise. 

Neither the Prince nor the Princess 
have your fighting skills, and they cant 
carry weapons as powerful as yours, but 
both of them know awesome magic. 
With a little strategy on your part their 
skills are a perfect compler^ent to yours. 

AH This and Dragon 
Warrior, Too! 

In order to even find Hargon you face 
countless hours of exploration, battles, 
and even aimless wandering! If you liked 
Dragon Warrior you'll enjoy Dragon War- 
rior II. It's a good role play for beginners 
and average gamers, but although ad- 
vanced gamers may enjoy it, they may 
find it a little tame. And, hey, if you 
haven't tried Dragon Warrior, check it out 
first. It's fun to do these games in se- 
quence to get the full effect of the saga 
You'll be a legend in your own time t)e- 
fore you know it! 

Oregon Wfarrmr H by Enix America (Price 
Not Available - Available Ft^ 30). 



PBOTfP: You'll discover doors in many 
areas that you can't open because you 
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Duck Tales is a trademark ot Capcom U.S.A., loc. © The Walt Disney Company 
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iNWTEN BO PROVI EW 



By T(Aar the 8 Man 

When we last saw Mega Man, he had just 
mopped up the floor with the evil Dr V\flly 
and his team of super rotx)ts (V\food Man, 
Crash Man, Quick Man, Heat Man, Metal 
Man, Air Man, Flash Man, and Bubble 
Man, for those of you who have forgotten). 

Dr. Wily, having suffered his second 
defeat at the hands of our hero, is switch- 
ing sides. Yep, that's right, campers! The 
evil Dr. Wily is now one of the good 
guys. He's even volunteered to help Dr 
Light (his or lab partr>er) create the ufti- 
mate peace-keeping rotwt, called "8." 

8 is just about ready for a test run, 
but first it needs some energy crystals to 
power it up. The crystals are located on 
eight nearby mining worlds. But the robot 
work forces of these worlds have re- 
belled, attacking all visitors. 

So it's Mega Man to the rescue! 

Give a Dog a Bon 

Mega Man doesnt take on this mission 
solo; this time he's got a faithful canine 
companion named Rush. Rush is no 
mere mutt, he's a robot dog that can 
change into three extremely helpful de- 
vices: a trampoline, a submarine, and a 
hover car. He and MM make a powerful 
Mega team! 

The Spin Cycle 

As in his othe' adventures, Mega Man 
fares better if he takes on his adversaries 
in a particular sequence. So, we'll de- 
scribe the eight worlds in the onder that 
worked for us. 

First stop for the blue, metallic de- 
fender of justice is Top Man's world. Here 
you'll encounter a horde of robotic mon- 
strosities that'll make MM's head spin. 
PfiOTIP: Beat the tat Spinning Top robot 
by waiting for him to release three tops. 
When the tops reach the bottom right 
cernep of the screen, Jump Sown of! the 
Mier onto the stairs ami blast him. 

The giant robotic cats are particularly 
nasty. They sit perched on ledges, toss- 
ing thar deadly toys and robot fleas 
down on MM's head. Mega will need 
nine lives to survive these mechanical 
mouse-catchers. 
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PBOTP: JMIhT the Brst robo kitty by 
staying to the ta" left side of the screen 
ml destroying ffflSofthetwo bouncing 
Aa/to that It tosses at you. Avoid the sec- 
ondh^hy finning ova* it what its nex* 
you. Wlale avoidmg tiie ball, jump and 
shoot the feline in the paws. 
PBOTIP: Destroy the second r^mkitty by 
inning over the two bouncing b^ls, then 
shoohng two of the three ndw- fleas. 
Slide under the remaining Ilea when It 
jumps and shoot the cat in its paws Oust 
like the lirst one). 




PBOTIP: A great taace to pick qp 1-1^ Is 
right after Oie secirnd kitty, where you 
meet the second chubby Top-^iewmg 
robot. Jump up to the second level el UHs 
screen and shoot the tops as they come 
towards you. Let them get close so you 
don't have to slide far to pick up all the 1- 
Ups, weapon power ops, and energy 
power ups that appear. 
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PBOTIP: Your best chance to defeat T 
Man Is to junw over him when he comes 



I 
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si^m^nB tewariis you, then ffra rapii^y 
a/ith your blaster. If you can avoltfhim 
each Uma he charges at you, you can 






Chaseit by Shadows 

With Top Man disposed of, it's off to 
Shadow Man's world. This level isnt as 
dark as you might suspect, but it does 
have areas where special projectors cre- 
ate an illusionary background. MM will 
have to watch his step while these 
movie machines are rolling. 

During this level Mega Man encoun- 
ters his evil brother Bruce (an early ex- 
periment of Drs. Light and Wily that 
failed) for the first time. Sometimes he'll 
just get in MM's way, ^d other times 
he'll try to destroy MM by shooting him 
or pouncing on his head. 





PROTIP: To beat Brace, time his jumps 
ami rim rniOa' lum fust as he's about to 
Jimw OB M^a Mm. Then, turn ml shoot 
him with m Mega mstor. 



place to pick up l-Ups, energy power- 
ops, anil weapon power ups. Shoot as 
many bubUes as ymt can had to cimct 
all We honas items. 

A Needle in a Haystack 

Needle Man has a point to make wtfh 
Mega Man and he's aiming it at MM's 
head. But Needle Man wont get a 
chance if the Needle Hanys get MM first. 
Needle Harrys (the main inhabitants of 
Needle Worid) resemble robot porcu- 
pines. Tliey love to shoot metal quills, 
then roll up in a ball and bowl over their 
enemies. 

Tipping tiie Scales 

Hope Mega Man doesnt have a fear of 
reptiles, because Snake Man is next on 
the agenda. There's all kinds of slimy 
robotic reptiles here - small snakes, large 
snakes, etc. Later in the level, MM will 
take to the clouds as he makes his way 
to Snakey's lair. 




The Tiv Simi is yom* best 
weapon against Shmlow Man. 

Spin Personalities 

Gemini Man's worid is a combo of 
space and water. MM starts off on the 
surface, with an outer space backdrop. 
Then, he works his way inside and un- 
denwater. When MM reaches the end of 
the level, it's time for a fece-to-face con- 
frontation with Gemini Man, a real dou- 
ble-header. 



PROTIP: Bestpoy the large, rippling 
snake byjimtpmg two tlr^alls, then tir- 
ing ae Geaunl Laser at it. It takes tour 
shots to ilastroy it. 

Opposites Attract 

Once he skins Snake Man, Mega Man 
should assault the lair of Magnet Man. 
Magnet Man's worid is a real attractive 
place - it's full of magnetic fields that 
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cause trouble for ^lything made of met- 
al. Guess what Mega Man is made of? 





PROTP: ACssfwr Man cm be defeated 
with the regidar Mega Blastm: When 
Magno leaps tdgi 
IB Oe air, pun 



PROW: Oeteat Sm^ Man by sanmg 
an the first stair and usbig the Shadow 
Stars on bim. 




neath 

bim so he can't 

bit you mVi his 

magnets, then run to the far left «• 

right so he can't laid on you. l\low, chase 

Magnet Man to the aOier side, fu^ng 

continuously. 

Hard Times 

Rod<y terrain will greet Mega Man vrfien 
he gets to Hard Man's world. Mechanical 
Bees will buzz him, and Mechanical 
Apes will swing into action, trying to 
pounce on MM's noggin. 

Hard Man himseff isn't all that hard. 
Nail him with your Magnet Missiles or 
blast him wifri your Mega Blaster. Just be 
sure to move out of his way when he 
tries to land on you. 

Shocking Blue 

spark Man's world is an exciting place. 
You could almost say, the air is "charged" 
with electricity. There are plenty of obsta- 
cles to zap our hero. 

Spark Man resembles a little spark 
plug with an attitude problem. Defeating 
him will net Mega Man the Spark Gun. 
This pistol packs a real wallop to most 
robots; it short circuits them, freezing 
them for several seconds. 



Will Our Mystery Guests 



Sign in Please? 

When you've defeated ail the basic bad- 
dies, thae are four more tough guys to 
tangle with. Their identities are a mystery, 
their faces are masked, but those of you 
who have Mega Man 2 will recognize 
these creeps right away. 

The mystery villains have taken up 
residence on the former worlds of Spark 
Man, Gemini Man, Needle Man, and 
Shadow Man. However, they've ^ered 
the worlds, making them more challeng- 
ing And you thought these places were 
tough the first tme around 




The Big Boss 

What would a Mega Man game be with- 
out an ultimate evil? In the first two carts 
in the series Dr. Wily played the Snidely 
Whiplash role. But Dr why's one of the 
good guys now, isn't he? We'll let you 
discover who's behind the robot rebellion 
for yourself. 
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So many Mega Mans...so little dmel 

A Mega-Hit! 

Fans of the Mega Man series will be ec- 
static that Capcom has retained the 
same game style - graphics, game play, 
challenge level - as MM 1 and 2. Why 
mess with success? MM's sidekick, 
Rush the Robo-Dog, is a great addition 
to the series, and Mega Man's M.VW. 
(Most Valuable Vlfeapon). 

Mega Man 3 is packed with 3 megs 
of memory and uses a passwotti system 
similar to the first two games in the se- 
ries, except this time, due to ttie game's 
complexity, the p^sword uses both blue 
and red dots (rather than just a red dolj, 
and uses the letters A through F and the 
numbers 1 through 6. 

Gamers can safely bet that Mega 
Man 3 will be one of the monster hits of 
1991. It's got everything that a great 
video game should have: incredible chal- 
lenge, exertional game play, stunning 
graphics, and scmie nifty weaponry. It's 
mega-riffic! 

Mega Man 3 by C^xom ($54.^ - AvaBable 
Winter m. 




Unmask these baMas U you're good 
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Ws 2029 in Ameica, but this year the citi- 
zenty won't be cel^rating Independence 
Day. The evil Emperor Ganida has built 
an impregnable fortress around New Yori< 
City, and no fonx has been able to stop 
his malevolent plans to enslave the U.S. 
This looks like a job for - Ninjas? 

Shailaw WarNops 

That's right. Ninjas show up from out of 
nowhere to try to save America in Shad- 
ow of the Ninja. Does the name "Nat- 
sume" ling a bell? This is the first NES 
cart from that company, whose program- 
ming prowess appears in a bunch of oth- 
er carts such as Contra and Abadox. 

Natsume's video game-making ex- 
perience is certainty in evidence here. 
This is an exerting adventure cart with 
excellent graphics and challenging game- 
play. The graphics are sharp with picture 
perfect stills between levels. The sound 
effects are great, even ^e background 
tunes are catchy. ..lifkl^^Ji'.'^. 

Dangerous Places 'nimr 

Shadow feakires five levels with sixteen 
stages that will definitely stretch your 
video Ninjitsu stalls. The action flows hori- 
zontally from left to right and scrolls 360 
degrees. One or two gamers play either 
Hayate or Lady Kaede, Ninjas of the Iga 
clan who are out to stop Garuda and his 
malicious minions. 




l^yate an^Laily Kaede. 

You begin at the Sea Port for a vi- 
cious fight across a fleet of derelict ships. 
Next, you dive into the dark, dank Un- 
derground Sewers that are overftowing 
with slimy villains. On the Rooftops of the 
City you engage in skyhigh action 
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against an awesome urban backdrop. 
The Air Fortress is a flying platfotm of 
death where acrobatics are as important 
as martial arts skills. In the Final Fortress, 



feel, and tiiey attack you when you split 
him in half. Precise swordsman^ip 
makes the Golden Samurai fall apart, but 
he quickly reforms someplace else. There 
are few pushovers here. 




ne Air Fortress. 

Ganjda's army wages an all-out on- 
slaught against you - and then you fece 
the Mad Emperor himself. 

PROW: In Stage 4-2 yoa can jamp dom 
(attd otl-screBtt) into shafts a/lth leva- 
tors gok^ op. m laet, /•Ato mvators att 
tite my up anti olt'Screen ami you reap- 
pearoatheelBvaapataie&otWmolOw 
saveiLflomver,doa'thilltaWashalt 
vdtHflomifOlngsfnatopsoptrytertilea 
iem alevaar ^scpean; yfutt lose a life. 
PROW: You can automatically hop onto 
Stage 4 elevators by standing oft ledges 
Off ene toot and letting the elevator run 
hitoyou. 

Bad Company 

Ganjda's forces are formidable, and they 
are about as imaginative a batch of bad 
guys as there is. You face 1 7 types of 
guards, creatures, and robots as well as 
five boss bodyguards. 

Several villains require some fency 
fighting. Capt. Hawk and his bird of prey 
buddy, for example, are double trouble, 
but they're even worse when you beat 
them, Cybork stands on his ovm two 




^eakijg op the Golden Samwai is hwd to do. 



PROW: In Stage Z, try to get the Water 
Nim while they're sUII spliming in the 
air to hold down your liy'urles. 
PROW: The Boomerang msto's 
beomerm^s won't hurt you on their re- 
turn flight. 

PROW: Watch out lor ^tets from the Se- 
ometrons' ffvnade launchers; thsy'H get 
you even after you delaat them. 
PROW: To beat the Stage 2 KHIer Tank 
llrst blast the pulso cmion. Th&t im 1H^ 
to the top and slash Oie ether pulse 
we^m when the "eye" mtuars. But 
you must hop oil to avoU the pulses. 

Dliitfa Moves anil Weapons 

Shadow offers standard video Ninja 
weaponry with something a little bit dif- 
ferent. Naturally, your basic weapon is 
the Katana (sword). Along the way you 
break open Item Boxes to find Shurikais 
and the Kusarigama (Sickle and Chain). 

The Kusarigama is an unusual 
weapon that you toss and retract. It can 
impale hand-to-reach adversaries, and 
you can fling it at an upward angle as 
well as straght up. 



Capt. Skyhawli's Bird in the Hwd. 



iMIIUIt 



of the [ine graphics and fest-paced 
gameplay. One minor hang up is the no- 




ticeably sluggish transition between dia- 
log screens. But all in all this is a top 
flight, fast-paced action cart. 

Can two Ninjas free &ie Land of tfie 
Free? In America anything's possible. 

ShakmettfwimiabyNatsameimM- 
AvalbbleFaKSO}. 



The SMdoa Chan. 



PBOW: Use the KasaNgama to keep 

Pakmka amt Ms sBmg kick at a distance nv Ikmt stage is a Mvf aghtmare. 

- OP Jam over Mmaidpuo away. 



In addition to weapcxis, Boxes also 
relinquish Healing Potion, Bombs, and 
Scrolls that increase weapon range. You 
wont find any Ninja magic; however, 
even Ifxxjgh magic would add some flair 
to the fighting, the weapons get tfie job 
done. 

Hayate's and Kaede's moves are 
basic - running, jumping, ducking, and 
fighting - but they've got one slick ma- 
neuver. Jump up and grab overtiangs 
and you can eitfier slide along them or 
do a cool flip up onto a platform. 
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nkeOw-Aanrdfatr. 

PROTIP: Make Time Bombs ex^o&e harm- 
lessly by walking towards titem and then 
quickly reversing your path. 
PHOJW: You can use we^ions as you 
dangle from an overhang. 

Out Of the Shadows 

Ninja clans practiced tfieir art in relative 
secracy for centuries - until video games 
latdied onto them. Now, these masters 
of invistoility are definitely in danger of 
ovefexposure. Shadow of the Ninja, how- 
ever, is above average Ninja faB vwth top 




Pro View 



BtOarlel.ltsIm 

'The last thing you remember is 
standing before the Wizard Lakmir 
as he waved his hands. Now you 
find yourself staring at an entryway 
that lies at the edge of a forest." 
The Evil Warlock is threatening to 
unleash the Behemoth upon the 
land. You are the last of the Line of 
Kings. If you cani stop him, no 
one can. 

So begins your journey into the 
castle, Shadowgate. The skull 
carving atx)ve the door grins mali- 
ciously as you prepare to enter 
Perhaps it is laughing at the 
seemingly impossible task thai lies 
ahead of you. Or perhaps it holds 
some secret to the danger that 
lies within. 
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PROTIP: Before entering tiacasm, 
check the slaM over the iloer! 

Your joumey through the castle 
is fraught with constant danger 
You'll need your mhd, rather than 
your joystick skills, to get out of this 
one alive. Use your NES controller 
like an Apple Macintosh mouse as 
you point and click your way 
through the dark, dank pas- 
sageways, underground 
caverns, collapsing floors, 
and even nxre unimag- 
inable obstacles. 
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PHOJIP: Use cenwwn sense. Jwnp- 
hig iem unlit holes, ettackhig crea- 
tures larger than yoursell, anUhn- 
gering too Hmg in Uangerous areas 
are sure mys to death! So investi- 
gate everything, hut aimays pro- 
ceed with caution. 



Windows will help you survive 
your journey through Shadowgate. 
Use the View window to keep track 
of where you are and decide what 
you want to do next. Pick from a 
variety of actions with the Com- 
mand window-including Examine, 
Take, Open, Close, Use, Hit, 
Leave, Speak, and Ivlove! 




PHBTI': Take aB the terdies you can 
get! The salest bet is tehave tmelt 
at all times. That may, il oae gees 
out, you aren't lelt In the tapk to 
stumble mOlall, anll.,.wiell,..you 
knew what bappens tben! 

You can quickly check what 
objects you're carrying by flipping 
through the cards in the Inventory 
Window. With the Self box you can 
use an object on, or do something 
to. yourself. This lets you gulp down 
potions, or whatever else you need 
to do! 

PROTIP: There's a way to get across 
the weak roue hrMge over the 
ehasm-wlthout sheMmg all at your 
eguinmeut. Just search lor the 
right uotien. 




To succeed in your quest to 
prevent the hideous Behemoth 
from rising from the depths of 
Hades, you'll have to defeat the 
Warlock. 




PBBTIP: You've got a Irniited amount 
ol time to tinti ant teleat the IXar- 
lock. The evh one materlaHzes 
throughout the game (m ghost lorm). 
Consider each appearaoce a warn- 
mg. A ball ioien warnings or so anil 
It's curtains! 

To stop the Warlock you'll need 
special magical items. Rnd them 
by exploring the castle. Some items 
are where you'd least expect them, 
so make sure to check for secret 
passages. Doors are not always 
obvious. 



Save everything I You can carry 
an unlimited number of objects 
and you'll use almost everything 
you find. Heed the clues you dis- 
cover along the way-they'll help 
you determine what special items 
you'll need for your final showdown 
with the Warlock. 

PROTIP: Don't lorgetto hit the Start 
button hi illHerent areas. You never 
know when you'll set an extra bint! 

Shadowgate, from Kemco- 
Seika, is a classic one-player fanta- 
sy adventure game taken from the 
computer gaming world and re- 
designed for your NES! Unlike 
most adventure games for the Nin- 
tendo, Shadowgate requires you to 
"think before you hack." Brains, 
memory, and cunning will conquer 
this castle, not brawn! 
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PROTIP: In the Lake Area there's 



hidden cave behind the waterfall. 
Be sure to explore it! 




IteaaeyepyangifoaeaapeaAlt'sttmbett 
timyaiBmidKmaglctfiat$]/ouBeeil. 



AMWttnes you open Oiings aagetma 
nmvdiaayaulapsaiKilfa^ 



mm 



— -^' 




"*^-^:fc?»^ 




rsti^^ 



onesyo"""*'- 






cpeaiuresjus' 



^m 




»mrciirlli)imil(S43.B5j. 



'""•'"•^o„,i;;;^^j^">'w,my„: 



wiNTiniirv PRovi ew 




ByBpifBua 

The foftxxling entrance 
to the Labyrinth of Eterni- 
ty lies open before you like 
a huge, gaping maw ready 
to swallow tfie worfd. Now is the moment 
of truth. Do you dare verrture into the inky 
blaciaiess to find your long, lost master, 
ihe wizard Mordaniir? You bet! 



Step into The Immortal, a new adven- 
ture/roleplay cart fi-om Electronic Arts that 
f^unges you into the depths of a dark 
dungeon world guaranteed to make you 
scream for a flashlight. 

Right off the bat, the Immortal's 
graphics will grab you - they're a i<nock- 
out! The overall tod^ is dark and shad- 
owy (afterall you're underground), but the 
characters ^xj the playing fields are de- 
picted in a gorgeous, realistic style, not 
the cartoony look found in many NES 
role-playing carts. You also get an inter- 
esting three-quarter view that creates an 
excellent 3-D perspective. 




TryffleAnuterAsra. 

The animation is also first-rate. The 
characters move with precise, fluid 
movements that are totally cod! 

Work Yoar Way to We Bottom 

As an aged wizard you trek down 
through seven dangerous levels. The Im- 
mortal is primarily an adventure cart with 



an emphasis on mystic problem-soMng. 
But in additicffi to a steady diet of hack- 
ing, slashing, and fire-ball casting, there 
are rol^jlay elements such ^ bartering 
with other characters for info, potions. 
and handy items. 

PROTIP: Keep bartering tor items even It 
you can't atforti them. Haggle ami 
trailers sometimes lower mir prices. 

On each level you explore a series 
of rooms, where you enaxjnter assorted 
ciiaracters, monsters, traps, and puzzles. 
The levels are real brain-busters, but at 
least you get ttiree lives per level and 
there's a password feature. 



and your assalant standing toe to what- 
ever. Since you dont run or jump and 
you only have five moves (jab, fot^and 
^ash, backhand slash, dodge right, 
dodge lefl:), the hand-to-hand combat is 
relative slow paced. But despHte the 
limited choreography, the fighting's just 
lively aiough to be challenging. 
PBOTIP: Yea can see the shaHows ol tlw 
InvlsStiB creatures It you light a tmdi hi 
Vie room. 

Other dungeon dwellers you'll tangle 
with (in regular game view) include vam- 
pire bate, eerie Will 0' the Wisps, and gi- 
gantic worms that swallow you in a sin- 
gle gulp. And there's an angry dragon 
waiting down there, too. 




/Ae fioAfiv iKhff Ass woniM. 



PflOlP: To aeleat the Boblin King on Level 
am, dnv the spores onto Oe eirt, 
HAVE, and re-enter. The king's doomeil - 
bat mark his last wonls. 
f^OTIP: Tbe Proteus rkig enaUes you to 
wake unnoticed by most 00Uh», lot don't 
get too dose. 

The gameplay may take time to 
master. The three-quarter view requiiBS 
you to press the diagonal direction^ con- 
trols in order to move left, rigfit, up, and 
dovm. With standard NES controllers, 
this sometimes makes quick movement 
cumbersome. 



Inevitably you run into ornery Trolls, 
Ogres, and invisible shadow creatures. 
Then, the game switches to a sharp- 
looking, ck)se-up, fijll txxly view of you 



ne Anmim ^vathes down yaw nee*. 



PBOTIP: Tama the Witt 0' the mspx with 
a scrott; they attack your enemies evaa 
U you're dyli^. 

SetDomtf 

The Imrnortai is a real standout definitely 
worth the price of admission. It iant total- 
ly role-play, and it isn't totally action/ad- 
venture, but it weaves together entertain- 
ing elemente from both genres. 

Dive into The Immortal - unless 
you're afraid of the dark. 

The hmm'ta by Electromc Arts ($49.99 - 
Mvak^le Now, Smegs, ll/liaC3}. 




THE 



IMMORTAL 



Pro View 




Yipes! The evil emperor is forcing 
everyone on the planet Bioboionia 
to eat nottiing but marshmeiiows 
and chocolate! Blobert ("Biob" for 
short) has journied to Earth to find 
someone to help rid his home plan- 
et of this sweet-toothed fiend. You'll 
help him, won't you? Of course 
you will! 



You've got the smarts to figure out 
how to stop the emperor And the 
Blob? Well. ..he's got some amaz- 
ing abilities you can't do without. 
Together you're an awesome duo! 
Just remember, the Biob is your 
buddy but sometimes he lags be- 
hind. Keep whistling and he'll stay 
with you. But don't let him out of 
your sight or you may not find 
him again. 



mOTIP: Lost the Blob? Ainmigli the 
Bloh hophwily hates ketchup jeHy- 
heais, try tossing hrni one mhen 
you can't Ihil him. The pesalts are 
a pleasant surorise! 

The Blob loves jellybeans of 
every flavor, from tangerine to co- 
conut. Even more amazing, every 
flavor turns the Blob into a different 
useful object. Yes, the Blob himself 
is your ultimate secret weapon. 

The AdvenWre on ^ih 

Your adventure begins on Earth. 
With a good suppiy of jellybeans 
and the Blob in tow, you're ready to 
head down into the subway and 
the other underground passage- 
ways beneath the city. Why? Be- 
cause you've got to search for hid- 
den treasures and priceless gems. 



Prtcaless gems are ladden under weter. 



Why? Because you need the mon- 
ey to buy a supply of vitamins. 
Why? Because you've got to de- 
feat a sugar-crazed marshmellow, 
chocolate-eating emperor. That's 
right! Only something healthy like 
vitamins, can stop this saccharine 
sadist. 




PBOnP: Bet past suhmay serpents 
by careMy stmlying their move- 
ment patterns, anil then naming 
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PRO VIEW 



' In your journey through this un- 
derground maze, you'll face every 
obstacle Imaginable. With the 
Blob's help, and the right combina- 
tion of jellybeans, you'll navigate 
past deadly cliffs, underground 
lakes, razor-sharp stalagtites. and 
vicious subway serpents. 

Some treasure chests and 
gems seem Impossible to grab, 
but they're not! Just keep trying dif- 
ferent tricks «/ith the Blob and you'll 
hit on the solution sooner or later 




PHOTIP: The treasiwe chest mmet 
ty the sulmay seivmit seems Im- 
possiUe te grah. Use the Bleh as a 
hole, patting him right above the 
treasure. When the serpent moves 
to the right ol the treasure, jump in- 
to the hole ant whistle immeiliately. 
With one leU smeop, youll grah the 
treasure ami ilrop homi to salety 
through the As/e the Bleh lorms. 






PROW: Two hags oljellyheans are 
hU^p umtergrounU. Fiml them to 
replenish yourjellyhean supply anil 
wve you weapons youll neet on 



Once you've collected all of the 
treasures and returned to the city, 
you're set to head for Blobolonia. 
Just make sure to stop at the Health 
Food Store to buy the vJamins you'll 
need to power your VitaBlaster 




SiHpimi It am Hnm Foal sort. 



When you're ready the Blob helps 
you travel to Blobolon la-it just takes 
the right jellybean snack to con- 
vince him to take off! At first, 
Blobolonia seems a pleasant land 
-blue skies, warm weather, and 
beautiful orchards. But wait! Up 
ahead falling marshmellows, ex- 
ploding cherry bombs, popcorn, 
and deadly chocolate kisses are 
just a few of the obstacles in 
your path. 




PHOTIP: Klarshmallows tall in pat- 
terns! Once you've stuUieU the pat- 
tern it's a piece ol cake to walk 
right hy them. Use markers in the 
hackgrounU scenery te hue up 
where you iweU te stanil to avoU 
getthig clohhereU. 



The Blob is right by your side, 
ready to help in any way he can. 
It's easy to forget all of his talents 
on Blobolonia and just use him as 
the VitaBlaster But donl do that! 
You might miss finding some spe- 
cial helpful items. You've got five 
chances to beat the emperor 




tfopal-ap. 

Collect five peppermints on 
Blobolonia and you'll earn an extra 
life. Make sure you search every- 
where-in the skies and even below 
the ground. 

PRBTIP: There Is a way to turn ell 
the canUy-making machinesl We're 
not going to give it away, hut just 
rememher te search everywhere, 
above anil below the planet 



A Boy and His Blob is Absolute 
Entertainment's first Nintendo title. 
It's also the first NES title by David 
Crane, creator of such well-known 
games as Pitfall and Ghostbusters. 
It's an orginal game featuring great 
sounds (you'll love whistling to the 
Blob), cute graphics, and a play 
style that asks you to use ingenuity 
as well as arcade shooting skills. 

Warning: Watching the Blob 
eat all those tasty snacks makes 
you mighty hungry. We recom- 
mend you B.YO.B. (Bring Your 
Own Beans). 
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ThBlMamwnBanm' 

"We have been waiting 
for you a long time...l 
can see into the future... I 
shall foretell your destiny, 
listen carefully..." 

I should have known I was in B-l-G trou- 
ble when the old wizard muttered those 
wwds. Foretell my destiny? Sheesh! 
I've never tjeen a believer in this 
kind of nonsense - fortune telling, tea leaf 




Ym' destiny is^iaOte capfy. 



The King at Britamua is looking top a few 



as in real life, doing the right thing all ttie 
time isnt easy. Sometimes you'll do 




reading, past lives...you know what I'm 
talkin' atxjut. But for some reason, I 
bought his act and paid him six pence 
a^ng price. He took my palm in his 
bony hands, and began asking questions: 

"In thy youth thou didst pledge to 
marry thy sweettieart. Now thou art on a 
sacred quest in distant lands, and thy 
lover hath asked thee to ke^ thy vow. 
Dost thou Honor thy promise to wed, or 
Follow the Spiritual cnjsade?" 

Uh-oh, a trick question right out of 
the chute! Honor thy promise or Follow 
thy Spiritual crusade? Hmmm...l guess I 
would honor my promise (wouldn't want 
an angry fiance' chasing me all around 
the countiyside). "Your path is chosen. 
Now our lord is waiting for you..." 

(gulp) Lord? 

There was a blinding flash of light 
and I found myself in a throne room, 
kneeling before the King of Britannia. 



Quest tor Excetlence 

Ultima Quest of the Avatar (based on Ul- 
tima IV for those of you familiar with the 
computer version of this series) is a truly 
unique role-pla^^ng game. Sure, you have 
your routine hacking and slashing of evil 
creatures that populate a massive coun- 
tryside. And of course, one of the key 
strategies is to build up your party's ex- 
perience level so they can survive any 
challenge. 

But there's a greater and far more 
noble goal in Quest of the Avatar. The 
King of Britannia is searching for a few 
good men (and women) to master the 
Eight Virtues of Avatartiood and guide 
the people into a new age of enlighten- 
ment. Heavyl 

To achieve Avatarhood, you travel 
throughout the land trying to raise your 
aght virtues to their highest level. You 
can do this by being a fine, upstanding 
citizen and doing the right thing. But just 



something wrong and not even know it. 
Many of the towndwellers will ask you 
trick questions in an effort to trip you up. 
Once you've qualified for Avatarhood 
in a virtue, you must locate the Rune (a 
stone tablet with a symbol on it) for that 
virtue. The Rune is a pass key for the 
Shrine of that virtue. Once you find it, you 
may travel to the Shrine to gain further en- 
lightenment and to receive partial Avatar- 
hoodship. Ihen it's on to the next virtue. 




PROW: f am points in Sxpitice by ilo- 
aatH^taoalat ifte Aea/erv. 
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PROnP: Speak vim Hawka/lim (In the 
Casae Brltamta) to gahi points in Spirt- 
tmtty. amt to kew talis on law you're 
progressmg in eacti virtae. 




naiW: 7^llttaeolHeBa*lslocaMbi 
the larmep's lieie in Jpimc. 
PROTIP: THe Rune ol Compassion Is locat- 
ed at the base of the stairway in the Inn 
At Britain. 

There are eight character classes in 
the game (Mage, Bard, Fighter, Druid, 
Tinker, Paladin, Ranger, and Sh^herd) 
and each one has a prime virtue. An- 
swering seven questions for the for- 
tuneteller at the beginning of the game 
detemiines your character class. 
PROTIP: To always predetermine ytmr 
character's class, select the answer 
that cmcides with the main attribute ol 
Oie class you want to be. Here is a guide- 
line to UK key questions lor each class: 
MABE- l^estions 1, 5, and 7, choose 
Honesty; BARB - Questions 1,5, and 7, 
choose Compassion; FISHTBi - QuesHens 
S, B, and 7, choose Valor; BBISB - Ques- 
thins 2, 5, and 7, choose Justice; TBVKER 
- Questions 3, 6, and 7, cheese Sacrl- 
hce; PAIMffl - Questions 4, 8 and 7, 
choose Honor; B^EBl - Questions 4, B, 
ml 7. choose Spirituality; and SHB'HBtB 
" Questions Z, 5, and 7, choose Hun^ity. 



One it by iana. Two it tiy Sea 

Getting around the wortd of Ultima can 
be tricky at times. You can hoof it, but 
the going will be slow, and there are 
some places you cant reach on foot. 

Once you've travelled a bit, pirate 
^ips appear on the shor^ine and en- 
gage you in battle if you venture near 
ttiem. tfs worthwhile to attack them, be- 
cause the foes they carry are usually 
wimps, and you get their boat as a prize 
if you defeat them. 

The other common method of fravel 
is the Moongates, which appear near 
towns depending on the phase of the 
western moon. The phase of the eastem 
moon detemiines where you'll end up 
when you step inside a gate. 




Ye, IkHb... A data's hie Im' ami 

AH tor One and One top AH 

Although you'll start your journey alone, it 
won't be long before fellow adventurers 
will be begging to join you. There's a po- 
tential travelling companion in every town 
you explore, as long as you answer their 
questions correctly. You can only have 
four members in your party at a time, so 
choose your allies wisely Before choos- 
ing allies, keep in mind that you dont 
gain any extra treasure whether you have 
four members in your party or one mem- 
t)©'. Sometimes it's better to go sob. 
PROTIP: Gain plenty ol experience and 
gi^d belore aliowinp others to join your 
party. The number ol enemies you lace In 
hattle increases In proportton to the 
number ol members in your party. 

Sworifs and Speils 

The weapons of Ultima are pretty stan- 
dard fere including: swonds, axes, slings, 
and bows. Spellcasting, however, is done 
in a truly unique manner. Your spellcast- 



ing characters have magic points that go 
down when a spell is cast and increase 
while tBvelling or resting. But in order to 
cast a spell, you must also have the 
proper ingredients. Every spell has a set 
numba- of magic points it costs to cast, 
as well as a list of hertjs needed. There 
arent many magic herb shops in Britan- 
nia, so it's important to stock up whai 
you get the chance. 

Some spell's ingredients are listed in 
your insbuction manual. Other spell recipes 
you'll find out from people in the towns. 




A battle roy^. 



PROTIP: Cast the "Raise Bead" by corn- 
lining the herbs moss, fungus, garlic ana 
manroot. Cast "Sleep" by ush^ ginseiw 
and sllkweh. Pearts mid fungus are used 
m the "Kill " spell. 

The Ultima series has achieved 
"classic" status in the computer world, 
aid with the Quest of the Avatar and last 
year's installment Ultima Exodus, it's well 
on its way to the same stature in the 
video game world. Fans of roleplaying 
games m\\ get hooked on ^e complicity 
of Quest of the Avatar. But if you're into 
quick moving action games, the slow 
pace may become tedious. But for the 
rest of us, the colorful, detailed landscape 
and the stimulating challenge of Britan- 
nia's many puzzles will be all the adven- ' 
tire we need for the next six months. 

imma: Quest ol the Avatar by m (SS8.85 ~ 
Avamhie 1st Quarter '31, 2 lOlBS + B4ks 
ram + 84ks ram + battm'y}. 
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BjfHeUt 

Aaaaaalex! Aaaaaalex! Where has that 
squirrely little daydreamer gotten him- 

; selfoff to this time!? Always disappear- 
ing off on some wacky adventure. Well, 
by process of elimination we can rule 

I out the scissors/paper/stone madness 
)f fvliracle World 'cause there's no sign 

I of the evil Janken, Of course, there's al- 
ways the oetestial plight of the Lost 
Stars, but since they're up in the sky 
twinkling away right now, it can't be that 
either Hmmmm, that doesn't leave us 
much to work with, but knowing Alex 
and his imagination, wherever he's got- 
ten himself off to it's no doubt full of all 
sorts of wild surprises. 

fvleanwhile, while we're conjuring 
up ideas as to Alex's whereabouts, off 
in a flower patch Alex and his best gal 
are happily hangin-out, soaking up 
some rays until whammo., .tragedy 
strikes! Suddenly a dark form flashes 
oJt of the sky and snatches up Alex's 
sweetheart. Stunned, poor Alex doesn't 
know where to turn. Luckily at that mo- 
ment, the form of a good ninja appears, 
explaining to Alex friat after 1 000 years 
of banishment the evil, Dark Ninja has 
returned to reap havoc in the land. All is 
not lost though, as the good ninja offers 
to help Alex by first bestowing Alex with 
ninja powers and second, transporting 
him into the land of the evil Dark Ninja, 
Shinobi World. 

Now, sporting nothing but a set of 
oversized ears and a single Katana 
blade, Alex must set off to face four 
phases (three levels each) of impend- 
ing Shinobi doom, in Saga's newest 
Master System, Alex saga. The burn- 
ing question is: Can you help Alex win 
back his love. Stay tuned for more. 

Dancing the Shinobi Shuffle 

Alex's adventure begins in the city 
streets of what could appropriately be 
dubbed "Ninjaville." In other words, the 
streets are crawling with'em so start 
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slashin'A,S.A.R If your Katana just isnt 
cuttin' it, don't worry there are plenty of 
treasure chests brimming with goodies 
such as a super- slasher (powered-up 
sword), spears, energizer hearts, and if 
you're really lucky an extra life, 
PBBTW: Make Alex climb up the lamp 
posts in level 1. When he reaches the 
top hold down button 1 until be begins 
to spin. At top speed, Alex turns into a 
nreball. When this happens, aim him to- 
wards the enemy, release the button, 
and relax tor a moment as be bums up 
the atmosphere and some enemies too! 

Climhing the Walls 

If you're either a monkey or you just 
have a passion for climbing things, 
you'll both love and loathe Shinobi 
World- Alex is a pretty handy little 
climber though, and he can tackle the 
challenges, but just be prepared for 
some hair-tearing aggravation when 
you discover a cheeky little twist. Just 
when you've managed to hack and 
claw your way nearly all the way 
through these vertical tunnels, you'll be 
happy to discover that some of the 
bricks miraculously regenerate them- 
selves. There's more. You don't have to 
climb wall-tunnels, some are simply 
there to trip you up. 



PROUP: To start Alex chmtHng press 
We dwectional pad and Button Two si- 
multaneously. This will get him air- 
borne and moving in Uie direction ol 
the wall. Alter he's airboriw, let go of 
ttie direcUonal butWn and wait for hhn 
to m^e contact with the side ot ttte 
wall. Now, simidy cmiSnue to push But- 
ton Two rapally and he'll bounce from 
one side ol ttie wall to ttie next 



If you're an Alex fan, then you know that 
no Alex Adventure would be complete 
without a few unOewater scenes. So 
on that note, take a deep breath and 
get set to dive into the shark-infested 
waters of level two. 
IVQTIP: Watch out tor yellow scuba 
nmjas that Jump out ot the water in 
leva 2-1. 
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PROIIP: At the e«i ol Level 2-r, go out 
tlie extra Ooop to tlie left. (Not the aoe 
that ays "exit'). Alter lou^l 



throa0 the Hoor, lump iw the hrst two 
lottos, then make a h^jump to the 
leilges en the rigil How, lump up onto 
the hiiffiest ol these leUges (yau'P dis- 
appear lor a mohienti, run across ami 
you'P come out on the other side 
where you'P lind a treasure chest with 
an extra Hie inside ol it. Yahooo! To gel 
out, lust go tec* me way you came In - 
go through the door and then out the 
other door marked "exit. " 



DBI WORLD 





PROTIP: To avoid the health hazard ot 
the haby belicopteps (Big hoss, level 2- 
1), peslUon Alex at Uie furthest point of 
the right-hand corner. 

An UmldngrountI PouatBng 

Guess what, gamers? You get to go un- 
derground, too in level 3 (Ha, Ha)- The, 
dripping caverns you'll find here are 
deadly.sowatch your footing, mind your 
head and learn the timing of the drips. 





PROTIP In level 3 you nmst cross over 
a huge waterlall via a very shaky log 
bridge. Look closely at the logs helore 
you cross. The logs that have a slight 
ffl'eenish tint to them are rotten and 
will collapse 11 you Jump onto th&n. 

Staying on the Ball 

Are you ready to roll? If you've made it 
this far, you're now in level 4, the final 
chapter Whew! Don't slow down now, 
rollin'-bowlin' balls as well as more se- 
cret passages will keep you and Alex 
plenty busy till the end. 




PROTIP: In level 3-2, jump to the first 
tloating platlorm, then facing leltjump 
a^iu. Surprise, you've Just landed on a 
secret hidden passageway that will 
take you salely over some ol We poi- 
sonous cavern waters. 

PROTIP: There's no tree ride on the 
rallcars in level 3-2. utter you junw on- 
to Oie railcar you must rm in We same 
iSrectlon Wat it's moving, oWerwise 
you'll be Hung off right onto a nasty 
bed ot Slakes. 

ILLUSTRATION EFICLEE 



PROTIP: stand on top of the little boxes 
Wat release bowling balls. Wait here, 
learn Weir timing and make a run for 
it before you become a human bowlmg 
inn! 

Good old Alex, he's done it again. 
Only this time he's landed in a world full 
of trouble, Shinobi styie. If you're look- 
ing for some truly cross cart-ural enter- 
tainment, look no further, Alex is in a 
tight spot but we all know he's got the 
stuff to come out on top. Remember: 
Tricks are for Kidd I 

Alex Kidd A) SbmiOi World by Sega of Anm^ 
ica (Price IVat AvakaMe). 



Pro View 




ByBpoOer^ta 

For centuries, the benevolent Fox spir- 
its ruled the land from their Inari 
Shrines. But the Mad Fox cast chaos 
across the worid! Now, the crazy 
canine and his strange creations are in 
controi. The good foxes have ordered 
Psycho Fox to vanquish this mad men- 
ace. Guess who's about to get foxy? 

Sly Moves 

Psycho Fox for the Sega Master Sys- 
tem is a one-player cart that takes you 
on a brain-draining quest. You journey 
through seven stages, three rounds 
each. Climb the clouds or jog down into 
dark chambers; there are always sev- 
eral possible paths to take. It's up to you 
to find the route that works best tor you, 

Enemies and traps abound, but 
Psycho Fox is up to the task. He packs 
a powerful punch and he can run, long 
jump, and high jump to escape trouble. 




semper right when ttuy emi^ 
tram eggs. 

Animal Frientls 

Psycho Fox doesn't travel alone. Your 
closest (and most powerful) compan- 
ion, Bird Fly resides in some of the 
eggs. He perches on your shoulder, 
until you meet a bad guy Press Button 
1 . Your fine-feathered friend flies out to 
bop him and returns to you. And Bird 
Fly is a life saver, too. If he's with you 
when a beastie nails you. he vanishes, 
but he takes the enemy with him (and 
you don't loose a life). Don't worry. 
crack the right egg and Birdie returns. 

: .:::-.'iiiig 

to baslt enemies in hardto-reacti loca- 
tions. Position Psycho Fox so that B.F. 
mm hit your toe oa his retum tt^ht 
ana hit Button 1. Keep trying tm yea 



PROTIP: The Monkey ana the Fox can 
use flag poles to make great jumps. 

Wise Cracks 

Your path is strewn with eggs, vi4nich you 
crack open to reveal hidden surprises. 
Psycho Sticks transform you into one of 
three helpful creatures. The ghostly 
clones are 1 -ups, which you have to 
catch before they disappear The Straw 
Effigy destroys all enemies onscreen. 
Magic Medicine makes you temporarily 
invincible. Fnally youfl find Money Bags 
which you bet at the end of each round 
for more powers or lives. Watch out for 
enemies hiding in bad eggs! 




body of water titatyoa can't fump over, 
Just take a nmSag start ami skip 
across it. 
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PBOTIP: Whenever you crack open an 

egg, stand to ae right so you dtai't 

have to chase lap characters, who 



Bird Fly's pretty cool, but the Psy- 
cho Sticks help you help yourself. Use 
the Sticks to become a monkey, a tiger, 
or a hippo. The monkey is an excellent 
jumper The tiger is a speedy runner as 
well as a strong long jumper The 
brawny hippo can bust through walls, 
but his bulk makes his other abilities 
suffer. Naturally learning to choose the 
right animal for the job is key 




Bash Oiroo^ watts with the bramy imiB. 

The Mad Fox and His Minions 

You'll need all the help you cai get 
because your foes wage a relentless 
attack. You'll face Red Hoppers, Hermit 
Crabs, Bad Bees, Animated Stone 
Warriors, Propeller Heads, and Skulk- 
ing Skulls, They lod< cute, but \(xks 
can kill. 

PROTIP: Psycho Fox can punch the bad- 
dies through testacies. Putt up to a 



tamler aim press Button 1 to pimeli 
ffle beast on the ottier side. 

At the end of each level, you 
square up against one of three boss 
monsters, Luckily, special tools appear 
to help you beat them. The segmented 
Mad Tumbler tries to ram you with his 
body parts. Use the air gun to l<nock 
his insides out. The mechanical Robo 



v\tiere running is tough and fireballs 
heat up the action. Ride the Under- 
ground Cavern's' steel ramps and esca- 
lators to terrible places, Here, too, all the 
other traps and obstacles await you. 

At the end of each stage (after you 
defeat the boss), you enter the Amida 
lottery, a special bonus round, where 
you bet your Money Bags. You might 




Disassemble the lOatl TamUer. 

Fly is a pesky villain, but bug spray 
bugs him. The Innocent is a four- 
legged thingie that's anything but. Hit it 
on the head. In the final showdown, the 
Mad Fox hurls lightning bolts at you, 
but you can fight back with a bomb 
launcher 

The Psycho WonM 

Psycho Fox battles the bad guys 
across seven colorful (and weird) land- 
scapes. The Mystical Mountains are 
filled with scary stairways, luscious 
lakes, and sky islands. Skull Land fea- 
tures eerie totem poles, topped with 
skulls that crash down on you. More 
tricky stairs greet you in the Diabolical 
Desert, Wind Zone is a breezy place 
where sudden gusts of air either help 
you leap high into the sky or impale you 
on beds of needles. The Underground 
Passageway is a menacing pipe-filled 
maze. Ice Zone is a slippery place 




Let Wbsb putts at ^ blew you across. If 
you try tojaaw you're doomeil. 




Try to win 1-tips in the Amida Lottery. 

win extra lives, Magic Medicine, and 
Straw Eftigies-or you might drop into a 
foxhole and land at the next stage with- 
out your cash, 

PROTP: To Skip to other levels, flml the 
hidden Warp Zones. Check oat stair- 
ways or paths that amar to lead 
nowtierel Throw a pimch or onleash 
Bird Fly, and you might create a 
"tear" in the air. It you do, pound it till 
the Zone opens up. Hop In! 

Can you outfox the Mad Fox? Go 
psycho with Psycho Fox! 
Psycho Fox by Sega ot America ($34.95). 
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Two Games in One 

SpellCaster is actually two garr 



mmtmimatiyttr 




mur store tl 
I the creatures 
there. Simply moving hack ami lorth 
dam the aassage keeps the crea- 
tures eooHht. Blast away ami collect 
the atow s^ieres that tail ahoul 
every tenth creature! 

Weafipns ml Armor ol Power 

' Although you begin SpellCaster 
armed only vi/ith your knowledge 
of spells and the Ki force, you'll 



4 make you more and more 
, Dwerful. 

The first weapon you'll receive 
is the Dokko. a hand-held steel 
""■'-""-"' "harpened ends. Your 

,- . trength increases w^ith 

li . ■ this and each of the other 




life strength to its fullest! 

mriP: Km tlml the restless 
ghest of the monk on the sea Ihmn, 
me the Kannen speB to m him to 
FBSt. His spu-lt remapts you mllh m 
;Mm yell really need. 



TkWr^ui, 



iima^ThVi 



»1H 



; If you can't get the snace- 
nge.youneeitelmathe 
. .^Oc hantUlltthe cohtrelpertl 
fUH It hy deleaUng an enemy he- 
yend the cave of fire. 



lands BeyonH^iace ml rime 

sllCaster begins in ttie time and 



lapan Bui in the course of loarnii 
he true nature of the enemy your 
adventures will take you across tt 



mimllmyaalwamltlm. 

Are you up for the adveni 
of a lifetime? Take a journey ir 
the land of SpellCaster when 
magic and adventure await y 



PfWJIP: Ushig the man sgeh to lly 
often keeps you above tia attack 
line ol many crealiwes. But renwm- 
ber: II youre touched, the sgoS is 
broken and you lal. Watch where 
you fall! 



only myths and legends 

An ancient spaceship 
ports you across the light 
distant planet where evil c 
trapped. 



Pro View 



BySh'Mo 

You beat Bad Dudes, wasted Double 
Dragon I and II, and out-ninja'ed 
Shinobi and Revenge of Shinobi, 
Maybe you've even v^iped up the 
streets with the Teenage Mutant Ninja 
Turtles. So what do you know about 
martial arts? Nothing. As Tobiko Sense! 
would say "You fight like a headless 
chicken." 

it's the Real Thing 

Most fighting carts may be great 
games, but they leave you with little real 
understanding of martial arts, They 
usually mash comic book ninjitsu, 
karate, and kung fu into "video-fu." 
Budokan, Electronic Arts' first 
Genesis cart, combines great game- 
play with a true-to-life depiction of clas- 
sic Okinawan Karate and Japanese 
Kendo. In fact, comparing the martial 
arts action in typical beat-em-ups to 
Budokan is like comparing "bait" to 
"sushi." 

The Scheoi of Hard Knociis 

Your task is simple: master four martial 
arts well-enough to represent the 
Tobiko-Ryu Dojo with honor at an all- 
star tournament in Tokyo's Budokan, 



PROTP: Nkata^ Ok cottMOep 
requires accuracy ova* ^ued. Learn 
to time yoiff' button presshg to the 
character's onscreen movemait. 



neous button presses, Your controller 
gets a real workout, 

PHOTO': The forwanijimv strikes in 
Kara^ ami Kendo (slmuitaneously 




J.J. 



PROTP: Fighting with Karate, Kendo, 
and the Be you r^eat str&ios eadi 
time you press a buttan. But mth the 
iitunchaktt,jast Imltf the button dom 
tor nothing gufck muttiple stress. 

The courtyard fronts five buildings - 
Sensei's hall and one dojo for each art- 
and a Free-Spar Mat. Ineach dojo you 
can practice by yourself or face-off 
a computer opponent with 
three degrees of skill. 




Welcome to T^OaHtyaOt^. 

You start off in the courtyard of 
Tobiko Sensei's martial arts school. 
Here you learn four fighting arts - 
Karate, Kendo, and classic karate 
weapons the Bo (long staff) and the 
Nunchaku {double clubs). Of course, 
you can skip class and go directly to 
the Budokan, but bring along plenty c 
Band-aids, 
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KaOo - pracHee makes pertacti 



Learning the moves is challenging 
but fun. They're intricate and numer- 
ous; Karate alone has 31 possible 
moves. Many of the best (and most ef- 
fective) moves require precise, simulta- 



J 




press Upper Right IXagonal md any 
button) are tbeir most tmwerta 
moves. But they eat a lot at Stamina. 

But in addition to the fancy finger 
presses, it's essential to learn patience 
in order to build up Stamina and focus 
Ki, your internal life force. Stamina 
gauges your physical strength and Kl 
governs the force of your blows. 




roMff SBostf fluUro /flp tpalakiB. 

PROW: Restii^ builds Standna. but it 
you hold a block Stanuia doesn't 
Increase. 

The Free-Spar Mat is only practice 
but it's a kick, in more ways than one. Pit 
your skills against any other fighting 
form, for example, Karate versus Ken- 
do. Here you can also face-off aganst a 



second player, but this is the only time 
two peopie can play each other, 

PROW: Loam the lower spin mows 
lop Kara^ md the Bo, no one caa 



The Budokan's highlights are en- 
counters with rare martial arts in addi- 
tion to different styles of the arts you 
know. For example, you'll face masters 




Heteaa against ttwm. But stay alert, 
your enmmts try to counter thickly 
wlOi low Uows. 
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of the Tonfa (double sticks}, Kusari- 
gama (sickle and chain), and the 
Naginata (long lance) - all classic 
Okinawan and Japanese weapons. 



Jlwfrea-Spapll/lati^vs. Karate 
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Hgiii ta We Finisii 

At the Budokan you confront represen- 
tatives from other dojos, twelve oppo- 
nents in all. 



Kusari-gma: the Sckia antf Chato 

You even face a ninja, who should 
please both martial arts purists and 
Shinobi disciples alike. 
PBOTIP: Itte Be Is best versus me 
IVunchaku anU the Hernia masters. 

PBOTIP: Karate's Crouch Sweep Hick is 
a vary ettaetfve msiae move. Press 
Down, thm simultaneous Ut Lower 
Lett Diagonal and a button. For nuMpte 
sweeps, keep the button pressed down. 

In the tournament you need all 
your fighting skills, but you're only al- 
lowed to win with any one martial art a 



maximum of four times. You get three 
chances to defeat an opponent. Win 
and you move up, minus one usage of 
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The Nanlnani master makes tier mjlnt! 



your winning skill. Lose and you fight a 
previous opponent again but wittiout 
losing a skill. Use up your skllis and it's 
back to ttie dojo for more training. 

RBOTP: You need roiin fo nmemep. 
Om't let m OHWoair Aires /at to HM 
a^oltltamLmimtlwimtiaiteglm 
WifcHy m/raics to tlw eaiuir al the 
ntet aim Ugltt Irom Uiem. 

PSOTIP: Karate's ngli Blocli tiirest 
Uimer ten Dlagenal ant a batton 
slmullaneoiisly) is mry tlimg ilelmte 
agdost m> mmdMrv, 

PmnP: longer Is better. The weaiiohs 
hi enter aeeenlmg te leaith: the Bo, 
the Nuachake, ami the Kendo shinal 
(lamhoo swoni). 

my Do You Think 
They Call II "Art-? 

Budokan accurately portrays martial 
arts in a soptiistioated, almost elegant 
way Even the manual is well-done. The 
animation and graphics are snnoth, 
clean, and detailed. Intact, getavwod- 
en staff and the onscreen Bo move- 
ments are good enough that you can 
really learn some cool moves! 

Here's a martial arts cart that em- 
phasizes the "art" over the "martial" 
without scrimping on the action. 
Budokan is a smash that ought to give 
other tghting carts a swift kick in the 
pants. 
auMlrai mr Becnvale ins (Fries Not 




By Mb Saner ant /Imlromeila 

Yuria, land of myth and legend, is 
ruled mercilessly by the evil Death 
Adder His iron hand has wreaked 
destruction, but has not crushed 
the people's spirit. Choose from 
three mighty charaoters-the Bar- 
barian Ax Battler, Tyris the Amazon 
Woman, and Gilius the Dwarf. Each 
of these valiant warriors seeks re- 
venge against Death Adder 

The Wappiops 

Each character possesses differ- 
ent strengths and magical powers. 




Tyris uses sinling Fm Msgic. 



Tyris combines her razor sharp 
sword with agile moves, but isn't as 
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Strong as the others. Her sizzling 
Fire magic is the most powerful. 
The Barbarian uses the potent 
Earth magic in combination with his 
great strength and lethal slashing 
sword. He can also ram enemies 
with his mighty shoulder Gilius the 
Dwarf is the strongest of the three, 
although his Thunder magic is the 
weakest. Gilius with his deadly axe 
leaps and clobbers his foes. He 
can also knock them down with a 
head butt. 

The Quest for Death Miler 

Golden Axe takes you through 
eight rounds of action and adven- 
ture, including three new rounds 
not found in the arcade version of 
the game. From beginning to end 
it's non-stop battle action against 
Death Adder's evil forces. Battle 
through the Forest of Yuria and 
make your way to Turtle Island. De- 
feat your foes and you'll earn a 
night's rest.. .and a chance to in- 
crease your magic powerl Survive 
the battle of Turtle Island Village 
and you'll be taken across the sea 
on the back of a giant turtlel 

Next, fight your way to Eagle Is- 
land. Battle more giants and face 



the dreaded Fiend's Path. Here a 
collection of Yurie's meanest crea- 
tures, living and dead, wait to cross 
swords with you. Survive this horror 
and you must fight your way across 
the battlements into Death Adder's 
castle. Here you'll face Death Adder 
Juniorl Beat him and the grateful 
King and Princess will ask you to 
fight one final battle deep within the 
castle walls. It's the final showdown 
with Death Adder himself. 

TheEneimes 

Death Adder's forces are many in 
number and almost too horrible to 
imagine. The first ruffians you'll 
meet are the club and mace-carry- 
ing bandits. The club and mace 
bandits are the weakest foes. Two 
or three tosses or good solid 
whacks over the head are usually 
enough to stop them. 




PROW: Don't let tlie Amazons, an 
any et your toes, Iwx yon In or 
you're In ilg trouble! II you get 
stack try roHnig, jumging, or any- 
thing that marks to get out Irom he- 
tmeeu them! 



Amazon women are mean. 
Their battle axes are deadly and 
they'll run to knock you flat. Donl 
stand still! If you dodge back and 
forth they'll run right by! Amazons 
and the others ride three different 
types of creatures: Chicken 
stingers with beaks and whip tails, 
the green fire-breathing dragons, 
and the pink fireball-spitting drag- 
on. Knock your enemies off these 
creatures. Then you can ride them 
and use them to your own advan- 
tage. ..if you don't get knocked 
off yourself! 

PKOTIP: II you can grab a iragon 
ami manage to stay an noanl yoa'g 
eastty deleat Death AMer's goons 
mitli minimi damage. 

Hammer Giants and Mailed Gi- 
ants are servants of Death Adder 
Both move quickly and cause max- 
imum damage! Hammer Giants at- 
tack by swinging sledge hammers, 
charging and ramming you Wih 
their shoulders, or simply knocking 
you flat with a well-timed kick of 
their giant feetl Mailed Giants move 
more slowly, but their pointed 
sword spears are long and they'll 
get you before you realize you're 
within striking range. 

Spooky skeletons are among 
the toughest of your foes. A Skele- 
ton's cutlass can slash you to bits 
In seconds. 




fomerM. Eillus Is esgeclally etlec- 
tlve wihen la mm ami hits peeple 
over the head rnith his battle axe. 
With low mell-aimed Uoms he can 
send skeletons back to the grave 
where they belong. 



Magic is essential to succeed in 
your quest to defeat Death Adder! 
It can get you out of tight spots 
where sword play does no good. 
Whichever character you choose, 
learn how to use their particular 
magic and how It works on Death 
Adder's evil minions. Earth magic 
brings on an earthquake that 
shakes the life out of your enemies. 
Fire maglo at Its most powerful 
summons a mighty dragon from 
the sky to roast your foes. Thunder 
magic rains lightning upon those 
you fight. Each magic gains differ- 
ent and more powerful effects with 
every potion you collect. To gather 
these potions you must battle 
the Elves. 

Elves don't fight back, but they 
do move fast. Hit an Elf and he'll 
throw you a potion that Increases 
your magic power Some Elves 
carry magic meat! Grab It and your 
life meter Increases one bar 



The Final Battle 

With all your maglo, incredible ac- 
robatic skills and formidable 
weapons, beating Death Adder's a 
snap, right? Wrong! Death Adder is 
huge, powerful, and has some 
pretty mean magic himself. You'll 
have to fight the battle of your life, 
to save yourself and the Kingdom. 
This Genesis version of Golden 
Axe is magnificent. The graphics 
are stunning, and the music fea- 
tures especially catchy jungle 
drum tunes! The title also includes 




PIWJIP: The best bet agamst all ol 
these loos Is a combinathm ol dodg- 
hig and weh-thned hits, esgeclally 
leapbig attacks much are the most 






PROTIP: Remember where you en- 
counter Bves m the game. This way 
you can glan the best times to use 
your magic. You're at your most 
gowerlul when you use a combina- 
tion ol lighting and magic to destroy 
Death Adder's lolhiwers. 




Ttu Deel RouBil. 

a Duel round that lets you battle dif- 
ferent enemies one on one in a coli- 
seum, as well as a beginner prac- 
tice round that lets you hone your 
battling skills. Listen up Sega Mas- 
ter System owners! There's an 8 bit 
version of Golden Axe for you too! 
So, if you've got an axe you'd like to 
grind, we heartily recommend you 
try Golden Axe. 




VIEW 



ByJolmSaueF 

It's here!! Phantasy Star 1 1 for the 
Sega Genesis system, a stunning 
sequel to the 8 bit Phantasy Star 
game released over a year ago. 

Discover the Secret ol Oie 
Algal Star System! 

Phantasy Star II takes place a thou- 
sand years after the first game. You 
are an agent with an assignment: 
Find out why biomonsters are run- 
ning loose on the planet Mota, The 
job quickly turns into a quest that 
leads you across the planet, above 
and below ground, underwater in- 
to space, and out to another world! 
As you move towards the ultimate 
showdown with one of the meanest 
monsters ever to cross a video 
screen, you'll learn the true nature 
of the threat to the Algol star system 
and the story of your own heritage, 

felting Friemls and Cainiamiis! 

Since Mota is so thoroughly over- 
mn with biomonsters, getting from 
place to place on the planet's sur- 
face is pretty tricky You'll need to 
battle these mutant beasties with 
swords and other edged weapons. 
You'll also learn some pretty power- 
ful magic spells that help you de- 
fend yourself. And take heart! In 
Phantasy Star II you don't have to 
fight alone. You can control up to 
four players, yourself and three 
computer players. As you play the 
game, you'll meet seven computer 
characters willing to fight at your 
side. Each one has special magic 
and fighting abilities. The first to join 
you is Nei, your faithful companion. 
She is a half-mutant, half-human 




clues by talking with the townsfolk. 
Different shops can supply you 
with the items you need. ..If you 
have enough Mesetas, the local 



Ws ma armul you get to watch ae 

girl, who fights like a tiger and has 
powerful magic. Equip Nei with two 
ceramic fighting bars and she'll 
crush your enemies with blows 
from each hand! Nei knows the 
powerful RES magic, a healing 
spell, and quickly learns more 
spells to heal your friends and fry 
your foes! 

Next, you're joined by Rudo, a 
hulking warrior who specializes in 
hunting down biomonsters. While 
Rudo doesnl have any magic ability, 
he gains high hit points quickly and 
uses a number of very powerful 
weapons with deadly efficiency in- 
cluding the shotgun and the cannon! 

Your other companions include 
a biomonster huntress who is a 
master with a spaceage type 
boomerang, a doctor, a biologist, a 
thief, and a mechanic. You can 
switch between players at your 
home in Paseo Town, using char- 
acters as situations demand. You 
even get to name them as a sign of 
friendship and intimacy! 

Towns ami Towers 

Your fraveis across Mota and the 
planets of the Algol star system 
take you to many towns and facto- 
ry towers. In towns you can obtain 

PROTIP: Wlien you eKplore Mota, lie 
sure aim return to your lieme in 
Paseo Irequeutly. Sur/irises mU ol- 
ten amiatym there! 




Explore evepy town tlwrou^ly. 

gold coin! You can buy weapons, 
armor the monomate and diomate 
healing agents, escape pipes, 
and more. 

PHOTIP: Starmist can restore you to 
complete healtn aoO magical power. 
Bet It uilienever you caul 

If you're wounded, hospitals 
will heal you for a price. If a mem- 
ber of your party dies, you can 
have them cloned back to life. Tele- 




Beail? Doa't iespairi You can always dam 
yaarsen. 

port shops can take can take you 
backand forth from any town you 
have visited and data centers allow 
you to save games for future play 
When you leave a town your 
destination is usually a factory tow- 
er Each one is multi-floored and full 
of strange twists and turns and 
powerful biomonsters. You move 
from level to level via teleport 
plates. Each one takes you some- 
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Hnil youp way Wreugli amfiUcatei lactopy 
mams. 

where. ..but you have to figure out 
where! It could be to a room filled 
with treasure chests. If you're un- 
lucky you might end up in a room 
filled with monsters! When adven- 
turing in the towers it's best to 
make careful maps of where 
you've been. Exit whenever you 
run low on materials or hit points. 
You can get healed and try again! 

PROTIP: To let the reconler tram 
the Bmsystems La Tower, use iy- 
maiMe to onoh the center el the 
lourth levti, theajuhw to the bottom 
Hoar. foa'U Imt it there! 

In addition to testing your skill, 
each tower holds an item you 
need in order to get farther in the 

IVIOTtP: The only my to get the con- 
trol cans Irom the commimt tower 
Is hy using Nhalk Teclmimie on the 
tomer keyhoam. To learn the tech- 
hinue, see Urhanchio in Oputa Tonim. 

game! You'll also notice your skill 
level increasing much faster in 
towers. That's because the 
biomonsters you fight there are 
much more powerful than the 
monsters outside! 

Weapans and Armop 

In addition to the magic spells 
characters gain as they advance 
in levels, throughout the game 
you're able to buy weapons and 
items and learn different magic 
techniques-all of which strength- 



ens your characters. 
Weapons range from 
the simple iron bar to 
swords fashioned from 
the magic metal Laco- 
nia. Each new weapon 
increases your attacl< 
strength. Some players 
can use projectile 
weapons such as a 
bow, a poisonshot, a 
cannon, and a shotgun, 
which can hit many en- 
emies at once. Although 
any player can carry 
any weapon, each player can only 
use certain weapons and only 
wear certain armor items. 





maglemi^imaaoaerWim. 

Just like weapons, armor ranges 
from very simple items, such as 
head gear or ribbons, to complex 
combat gear, such as Laconian 
scale mail. You'll find most armor for 
sale in the towns. You'll discover oth- 
ers in the towers. If you aren't wear- 
ing the right armor for the part of the 
game you're at, you'll know it quickly 
The monsters you encounter will turn 
you into mincemeati 

monsters ami More musters 

You don't have to be a genius to 
know that Mota and the Algol star 
system have a problem - they're 
loaded with monstersi If you like 
crunching evil critters, this game is 
definitely for you! Neariy every- 
where you go, you'll have to battle it 
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out with hundreds of evil, slimy 
magic-using creatures! Some, like 
Fire Ants and Mosquitos, are easily 
defeated. But make it as far as the 
Biosystems Lab, the first tower in 
the game, and you battle such 
loathesome creatures as Squats, 
Slugmesses, and Rotwoods. Jour- 
ney farther and you're forced to put 
the sword to Head Rots, Cat Men, 
and Fan Bites! Each step pits you 
against mutant sword-carrying 
zombies, rabbits that explode into 
razor limbed spiders, flaming mon- 
strosities, and even mechtech robo 
warriors! 

PROTIP: Always attack wliea you 
eiwountep enemies more immerous 
Of povseMul Man youpsell. Kanam/ 
usually doesn't work ml is olten a 
losing strategy. 

It takes all of your strength, 
cunning, and magical powers to 
make it through this monster mad- 




house! And in the very 
end, just when you think 
you cant take any more, 
you're suddenly in the 
middle of the battle of a 
lifetime. Win and what 
you discover will really 
surprise you! 

Phantasy Star II has 
some of the best graph- 
ics and sound effects ev- 
er programmed into a 
video game. In the fight 
scenes you'll actually 
see your characters us- 
ing their weapons and magic tech- 
niques. The details in the towns 
and encounter screens are as 
good as those in any standup ar- 
cade machine. But the game has 
some quirks that are a little vexing. 
For example, you can only save 
games in towns and you must en- 
ter your name each time. If you 
play for forty five minutes without 
saving in a town and are then 
killed, you lose playtime. 

PHOTIP: Take heart! Owing the game 
something happens to remepy this 
sHuation...but we're not going 
toteBil 

And yes, this cartridge is more 
expensive than your average 
game. But you can count on 
months of incredible role play ac- 
tion. As an extra bonus Sega is al- 
so including an extensive tip book 
with the game! In all. Phantasy Star 
II offers a level of complexity and 
play that is unequaled on any other 
system. For players who want the 
near ultimate experience in adven- 
ture role play gaming, this is ft! The 
Algol Star System wants you! 

Plaotasy stars by Sega alAm&^lPi^ 
imiAvaimiel. 
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By Slo Mo' PROTIP: At the beginning of Seiren the 

^ ^, ,,, , , mtermMd, blast the fourth mine tore- 

The Galactic Union s been waging war j,^^^ ^ ^.y^ 

against the Lone Star System for a cen- 
tury. It won't take you a hundred years to . FlBPCB lOOHS 

fight through Thunder Force III. but a Thunder Force Ills gra| " 

hundred hours i ' " ' ...:..-■■■-' 

Thunder Fc . 
hard flyin', hard fightin' sequ 
Force II. And TF II vf 



IheHaarea Years U/ar cmOaues. 

A Perilous Journey 




-mi 



The action's hot on Hames. 

Hie mindbending graphics are a 
knock out, but distrac 






Ymfm Just m II) tus mutt 

The boss thinqies and fl 




monster awate you. Jj ^-^ 

pnOTIP: men you're ilestrayeit, im't hit ~; A S^' 

Start rigtit away. Let the screen scpull on O ^ ^-■'' 

and yoii can stimy the terrain ahead al O 

Uke all flying fighting carts you have j^,^^„. ^^^^^„^ „„^^^ 

urally Its easier to focus In 



yzu.mi points nelp improve f/jW/fflJ a/Itf Flying 

your odds. -j^g lq^q Empire forces feature familiar 

IVOriP: find a I-l/p on eergon at the hot- firepower, but they look great! You'll face 

torn 01 the screen lust past the large a handsome horde of robots, space 

guided missiles. Watch out lor the lire f 

halls, , 



PBQTIP: To destroy hydra's reptilian Gar- 
goyle, stay at tite ielt screen edge. Fire ... 
can't reach you there, and the Are halts ^ 
spread out enough lor you to dodge thorn. 
Shoot the eye lo the ndurdragafs stomA 

PHOflP: Shoot the radar antennas to de- 
stroy the Twin Vulcans at the end ot Gor- 
gon. These vulnerahle spots are the 
shalts that pop out tl the top ot their 
heads. 



his game is a thumb-numbing 
r, but fancy flying is equally impor- 
)uick reactions and a steady hand 



many shcot-em-ups, you t 
hefty arsenal by shooting li 
drones that scoot across tl 



PROTIP: On Carson watch me bottom ol 
lite screen. Fire spools burst from breaks 
m Ok micanic rock mtien lire liiMles. 



PnOTIP: Oo Sorgon m can snatch a ShIeU, 
n as soon as tlw screen scrolling speeils op. 
h Slay below the center Im, ^ 

^tic watcb eat lor lire ins, mt ' 
keep shoaling. ^-* 

=1 PHOIIP: On Selren, 
': IheShieUhelps^ 

yau beat the I .,- , , 

enil boss. AlteiK^ ^ 

yoo blast the 
large nm-level \ 
lisblhlng, Imma- 
'^ Oialely po- ., 

sllionyoorselljust V 
• ' I tetotv ffte center ol the 

_J screen anO keep shaaling." \Vi\\u 

,0/ roh'h bit the drone with mm\ 
•Saks tbeShleU. ^ 



Hollitts Thuniler 

Tlrunder Force III is a s 



pmiP: On Ellis the icicles retract it you 
shoal them. 

PBOIIP: eargon's hre spauts block your 
blasts mbich makes It milmilt la gel en- 
emies llymg in behinil tbem. OoUge, mn'l 
me. ^ 



rhoniler Force K by Hol-B ISSe.SS - liaa- 
ahle Fall 301 



PROW: Us soon as yoo encoonter a oar- 
rampassagemybelmenamomtainaml 
the top ol the screen an Raides, mcUy 
accelerate taavolila crusbmg experience. 



r 



Your seven weapons are standard 
stuff, but max out tfieir power and they 



IJ£'JU£-JJ^-- J^J]i}!/J£!j1/- 



Earth from his home on a 



PHOnP: Watch for pomr-aps! Ttmte In- 
clude a capsule that makes your plasma 
blade longer, extra health and lite bars, 
temporary invincibility, and even a droid 
who Hies along next to you and helps you 
battle your enemies. 



much of the Earth already under the cm- 



into the captured territories and destroy 
"ore it's too late. 



Fantastic Fighting 

Once you've landed in th 









PBSUP: To blew ap ttie giant robot goi^- 
H, Mocha Poo, m tiK mines tmsb ant 
lack at film as last as you can. Run 
away outckly men Mocbo Pon starts to 
omiloite. Hyoo'ro staoiting too ooar 
loWH be ilamageil by tbe tiaioes tbat lly 
IromblsmailasltHtstheiivuml. 



Pimn': Altar you tlostm Stnboya, tta 
muscle man, jump under tbe platlorm he 
was stanOiog on to ai/oiil the laHing 
names. 



It.'A. 







pmJIP: Deleat llrbales by cbmbing oa Its 
hack ami rilling It as you bit It en the beat. 

Survive Kazatu and you'll find your- 



'"^ 



PnonP: mor you leave the none race 
dom tbe steep snowy slope as last as 
you can or you won't make the tricky 
cimtump. 

Stage 3's battle takes pfeice hgh in 
the skies alxad Ballog, the evil Grand 
5. You begin your 



mm 



band of soldiers. You'll battle a crew that 



fit^erious Grand Master himself. 

Striding Across Kazatu 



11 1 juayc 1 yuu ii lui i luic oi nj i, u yuui 

way through a strange version of Red 
Square, complete with futuristic buildings, 
3ad!y steel girders, ward robots of all 



robot lodged inside of a huge ai 

done. 

PROTIP: When you reach tbe closing waBs 

cllmh up as last as you can, llipphig back 

and lorth from wall to wall to reach tin 

top more quickly. 



I 



fflOnP: m im-eram millnlligml 
purple Oome sacks you into its arbit and 
spins you aromt time limes telare it 
liiiris you agmst the wall. mUe you spin 
aroimH siasH It as many times as yen can. 
Wlffl you nit the wan you lose one lite 
tar. Save the lite power-up at the hottom 
ol the Come una your lite gets low. Pyou 
conserve this power-up uoillyou neeil it, 
you shouu he aUe to pet enough nits in on 
the mil to Ho it la telore it semis you inio 
orhltperaiaaeatly. 



PlwnP: To hash lago, the glaat robot 01- 
aosaur, simply climb iw the vine in the 
tree next to him. n yon light lago Irom 
here you avoia his Uangarous claw, and 
you caa easly shish bun hi the lace to da- 



ppi^mi 



mom Heat mothasecru roam ikinai 
the aatl-sravlty phase el Stage S. Battlo 
three martin arts guards lor a power-up. 
PKOW. Use the same tactics to deleal 
all ol the bosses the second time armad 
- except lor the robot dmosaar lago. 
there's ao tree handy lias ttme so yau'l 
have to battle nan Irom the groaad. 



self. Against a strange ttackdrop of satel- tures gorgeous graphics, non-stop ar- 



you'll t)attle an army of meta 



weren't enough you'll find you 



c scaffolding made of what 



, climb trees, and fight off scream- ' '*^ •" ">-<^^^ "lany o< "le previous 
ing Amazonesses determined to cut you '"'^s® i"<='"<^'"9 Urtxjlos, Ugo, and tl 



jungle you'd leam Its mysterious and 



devour you should you fall, and the giant 
robotic dinosaurs. 



original coin-op! Wfiat r 



■ erica IMcem 
imier 60,8 mags). 



PmiP: Theres aa easy way to crosa 
the collapslag log bridge. Just lump of 
the lu'st lew logs so that t 
bridge LOllapsBS. Then backtrack and 
grab the power-up. Now leap across the 
cult and climb w the brick wall on the i 
other side ol the bridge. 



k: 



'-/ 



GENESIS PROVnW 



ByMaUMaion 

Was, it's happened again! Yet another 
lovely creature iias been snatched by an 
evil monster, in this case the sinister 
beast-god Typhon, ruler of darkness! Un- 
fortunately fix Typhon he made a serious 
mistake. TT>e maidei he chose to grab 
was none other than Artemis, Goddess 
of the Moon. She and Apolk), God of the 
Sun, were all set to rule tiie world of light 
together forever - and boy, is Apollo an- 
gr^ Now/ he's out to recapture the pow- 
erful Sword of the Sun, destroy Typhon, 
and return Artemis to her rightful place at 
his side. 

On the Wings ot Love 

Fortunately for Apdb he's got a powerful 
ally. He'll battle the loathesome gods and 
demi-gods of the mythological world 
asbide Pegasus, the most famous flying 
steed of all time. You'll view the action 
and the graceful flapping of Pegasus' 
wings from overhead in this one-player 
title. 

You've got tiiree lives, and you can 
continue three times on your quest. As 
Apollo you'll also have all the powers of 
the gods at your disposal. He wields the 
mighty Phdios Sword, whose powerful 
beam intensifies with energy. 
PR0TIP: Power your sword to maximuni 
levels by holding down the lire button un- 
til it's fully energized. You'll do greater 
damage to your enemies with tally pow- 
ered sword hits. 

Apollo receives other gifts during his 
journey. Golden Owls soar through the 
sky bearing weapons and special power- 
ups. VWien Apollo tames them with his 
sword they may bestow such items as a 
Speed Up, the Option (an extra diamond 
sword), the Beam (a deadly sweeping 
beam of light). Homing (a light beam that 
autcxnatically homes in on your foes), and 
Across {devastating richocheting bullets). 

l}lo Horsing Arounil 

To destroy Typhon you'll first have to 
\ranquish the evil creahjres, demons, and 
monsters found in each of the six chap- 



ters. Your quest begins in Detos, a 
peaceful land that has been invaded by 
ef>emies too horrible to ayitemplate. Be- 
ware of axe-huriing Skeletons and poi- 
son-fanged Butterflies. 




PROTIP: Grab tbe Beam weapon early in 
Chapter One and then use it carelully ■ 
you'll only have limited shots. The Beam 
Is excellent lor destroying Oragen Heads 
and peison-fanged Butterflies. 

In Chapter Two you'll venture into a 
dark and mysterious cave known as the 
Death Dungeon. Mysterious green hood- 
ed monsters seek to destroy you, and a 
giant spinning wheel fills the screen. 
PROTIP: Stay to the center ol the screen 
and the projectiles hurled by tbe green- 
hooded monsters won't hit you. 





PROTIP: To destroy the spinning wheel 
stay in the lower lett-hand corner and 
lire shots at the wheel with your 
weapon at full power. You'll destroy the 
spheres and eventually the wheel itself. 

Take to the Part)oleos Skies in 
Chapter Three where you'll battle the 
mighty Griflbns, winged foes w/ho are de- 
termined to end your equestrian career. 



rariNh.-w' 




PROTIP: The Brlffons attack you Iram be- 
hind. To defeat them zig zag from side to 
side, lurim them near the rocks. If 
you're lucky they'll crash into the rocks 
and destroy themselves. 

Chapter Four^ Fre Kindom is one 
hot spot ytxj'll wish you'd never ex- 
plored. Rre Bees and Birds, flames, and 
other blazing menaces threaten to turn 
you and Pegasus into instant Bar-B-Que. 
Just when you think things are too hot to 
handle you'll find yourself slipping and 
sliding thrxxigh the frozen wasteland of 
Chapter Five's Icebound Soul. Here giant 
exploding boulders called Giga tumble at 
you in a terrifying avalanche. 
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PROW: Remember mat the red-spikea Gi 
gs explode when ttiey make contact with 
anyttting. 

In Chapter Six wicked Earth 
Demons rise up out of the waters to hurl 
giant stones at you and Pegasus. Be- 
ware of the Water Tarantula or you'll 
soon be in a watery grave. 




It you knock Uaiti back kito the water 
qackly they can't throw any rocks at 
you. 

The final battle takes place in Chap- 
ter Seven's Temple of Typhon, the home 
of the evil Typhon himself. 
PROTIP: Destroy the green blocks to 
break up the ramps ffiat deaily boulders 
roll doom. If you destroy the ramps the 
boulders will lall past ym Instead ot on 
top of you. 

PROTIP: Its sater to avoid shooting the 
Blue Hands because when you shoot 
some of them they break m into many 
Red Hands that attack you. 

They Shoot Horses, Don't 
They? 

Just surviving each Chapter unfiartunately 
isn't enough to save Artemis. At the end 
of each chapter you must venture into a 
Temple of Doom to defeat a horrible ene- 
my boss, including Medusa, whose 
snaky head is a slithering mass of de- 
struction, and Cerbems, the guard dog 
of the underworld wtxjse vicious fengs 
could spell your doom. 
PROTIP: Stay near the bottom ot the 
screen to avoid Medusa's shots in Chap- 
ter One. Watch out for her shots which 
mochet oft of the side walls. 




f^OTIP: The Graiai iurk ni me end of 
Chapter Tm. To destroy them first blast 
their arms, and then you'll only have to 
contend with the flying beads while you 
try to destroy the crystal eye. 

PROTIP: Scylla, the spinning wheel-hoss 
in Chapter Five, is easy to destroy. When 
it appears quickly blast as many of the 
Hying purple heads as you can. As the 
heads spin out dodge inside of the wheel 



and blast the eeater. As Oe adieel siwis 
In again dodge out and destroy more pur- 
ple heads. Just repeat this pattern onttt 
the wheel blows up. 




PROTIP: Anteus, the devll^oss in Chapter 
Four, shoots fiery hands at you. If you sit 
in the middle and blast the hands with 
hill power, you'll destroy them and get a 
shot in at Anteus simultaneously. Then, 
back out to the left or the right to avoid 
the tire that falls from this burning mon- 
ster. Repeat this pattern until he's done 
for. 

^r final decisive tiattle takes place 
at the end of the Temf^ of Typhon 
where you must confront and destroy Ty- 
phon himself. To vanquish this fearsome 
fiend you'll need to grab the pieces of 
Phelios, the Sword of the Sun. 
PROTIP: As you lly through the temple de- 
stroy the Golden Orbs and grab me let- 
ters you need to sped "Phelios. " When 
you've succeeded you'll earn the Sword 
of me Sun. Then you're ready to destroy 
Typhon! 

PROTIP: When you reach Typhon you have 
a good opportunity to earn a few extra 
lives. Destroy me little PHnja monsters 
that appear above his shoulders for big 
points! 

Ifs A Horse of a Different 
Color 

Phelios, the first Genesis title from well- 
known game designer Namco, is a first 
class cart Gorgeous graphics, tough 
gameplay, and interesting animated story 
sequences make this an excellent addi- 
tion to the Genesis stable of titles. Ifs up, 
up, and away with Phelios. 

Phafkis by Namco (Prkx Not Available - 
AvaBabkiFaB90). 



PROTIP: Watch lor the Farm Demon's 
feet to appear at the top ot the screen 
and blast them as setai as you see them. 




Pro View 



BrCAJ. 

Three peaceful years have 
passed, Joe Musashi, since you re- 
duced the evil crime syndicate 
Zeed to rubble. But now the peace 
is shattered. The evil masters of 
Zeed are back as the even trmre 
ruthless, Neo Zeed. 

They've assassinated your 
sensei, murdered your comrades, 
and taken your bride to be, Naoko, 
hostage. You know what you 
must do. 

Vengeance Is Yours 

Take Joe on a mission to the heart 
of Neo Zeed headquarters. You'll 
wreak havoc through eight interna- 
tional districts over land, sea, and 
air Each district contains three 
fighting scenes. 

If you feel the odds against you 
aren't stacked high enough, you 
can select the number of shurikins 
you Ijegin the game witfi-90 to 
none at all. Still too easy? Set your 
lives at four levels of difficulty from 
10 lives to one life! 

Tools and Tricks 

As you start your quest you have a 
dagger and a cache of lethal 
shurikin-throwing knives. And. of 
course, you're the master of Shino- 
bi, the art of stealth. 



PROnP: Men's a key move. Press 
Button e to mm anil then hit C again 
to somepsaitt. Soa, tress B Airing 
the SI 




Throughout your vendetta, 
you'll find crates which hold essen- 
tial items. Split them to collect extra 
shurikins, hearts for longer life, 
Musashi (1-Ups), Power Packs, 
and Ninja magic. 

PHaW: Pick m Power Packs mi 
yeWl throw awrBms taster and 
aore acaratelif, gam a lelt^ 
kataha smni, and acmre 1^ skK 
ol Cross Baa^ to thick enen^ 
throwing sOrs with crosset 
slwrlkins. 

PROTIP: Snr/irlsel Some crates hUe 
bonas. Watch oat! 



awoi OS cant Hin Mm 

blazing column of fire wrhich 
scorches every enemy it touches. 
Fushin, the Art of Floating, enables 
you to jump and do somersaults 
for maximum height and distance. 
I'-'IelJi 





PROTB': look lor hiUea lUps anil 
Power Packs m walls anil Boors. 

The Powers oINInJitsu 

Your Ninja magic is key to success. 
Use one of four Ninjitsu powers to 
help you in your blood quest. Call 
upon Ikazuchi, the Art of Thunder, 
to surround yourself with an invinci- 
ble electric shield. Kariu, the Art of 
the Fire Dragon, envelopes you in a 



Lap Ipom ran to pall usiiw fiatm. 

Mijin is the Art of Pulverizing, it's a 
desperate measure that takes your 
life as it turns you into a devastat- 
ing human explosion. 
PB01IP: Fushin, the Art ol floataig, 
stays with you to the end ol a scene 
even il yea assume another jitsu. 

International Quest 

Revenge of Shinobi takes you to 
eight international districts for 
bone-crushing martial arts action. 
District One is the beautiful 
Japanese countryside where you 
combat ninjas in the Bamboo Gar- 
den and the House of Confusion. 
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Finally, face the mighty armored 
samurai, Blue Lobster, In District 
Two, you fight winged ninjas across 
a huge waterfail on your way to 
Toi<yo. Then, the warrior nuns and 
the vicious Flower Dragon gang 
give you a big city welcome. Get to 
the nightclub in time to tango with 
the Shadow Dancer 

PROTIP: la BIstrict Tm, use tlie 
JItsu 01 FaslHa to tpoverse the 
water lolls. 

Next, hack and slash your way 
through the crowd at District 
Three's airport and take an action- 
packed flight on Air Neo 
Blow the computer's electronic 
brains out while you're at it. You 
land in Detroit, District Four where 
you face Motor City hitmen in an 
auto graveyard. The Master Attack 
er is waiting, and has he got a car 
for you! 



District Five's just 
called Area Code 818. 
That's L7\, but the skyscraper 
and the freeways are no Disney- 
land! District Six is Chinatown and. 




raAws an ppetty hecOein IMiatawm. 

as if kung fu killers and a terrorizing 
runaway train weren't enough, Spi- 
derman tries to bug you. In District 
Seven you duke it out on the docks 
of the Big Apple; then you're off on 
a perilous ocean voyage When 



you reach the ship's hold, be ready 
for red hot action. 

District Eight at last, welcome 
to Zeed island. Face a deadly 
maze filled with winged ninjas, 
samurai warriors, and Pink Dragon 
assassins. If you find Naoko, she 

hbhkkbkkkB 

klikiikkhkiiP 
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may be in a tight spot and, well, the 
main event with the Big Boss gets 
pretty hairy. 

PROW: men your Lite Bar runs 
low, use the JItsu oimijm. It takes 
a lile, hut it restores your energy 
anU enables you to continue mith- 
ant starting over at the heglnnlng 
at the level. 

Will revenge be yours? Hey 
Joe, what're you doing with that 
sword in your hand? 




RO VIEW ,V '^ 





By The BlitiaattH' 

At the dawn of time Homo Sapiens 
(thats us) learned to use the r heads to 
survive in the perilous prehistoric world. 
Now, Bonk's Adventure from NEC/ 
Hudson Soft returns you to the Stone 
Age as Pithecanthropus Computerus 
(that's Bonk) where you learn to use 
your head, literally all over again. 

Neanderthal Moves 

There's big trouble in this zany primitive 
land. The abominable King Drool has 
snatched the beautiftjl Princess Za. As 
Bonk, the hardheaded caveboy you 
decide to save her. 

Butit's10,000B.C.andfew 
Vi/eapons have been invented. So, to 
rsgscue the Princess, you'll bash your 
cranium against any beasties in your 
way Miss your foes, however, and 
they II send you into a coma, after you 
throw a bug-eyed, foaming-at-tiie- 
mouth fit. That costs you one life. 

To keep your headaches to a mini- 
mum here are some vital techniques. 



to jump and then hit Buttdn II, This move 
IS twice as powerful as a normal head- 
butt To increase vcur jumping distance 




Bank, the human cannonhall. 

and hang time, tap Button II continu- 
ously after you jump. Plough into your 
enemies with this spin move and you'll 
really knock 'em out. ,." -, 

Creatures flat Time Forgot ""'^^y^'' 

To complete your quest, you must bash 
prehistoric beasts on land, sea, and air 

Go head-to-whatever with snap- 
ping 'gators, near-sighted dinosaurs, 
eggshellheads, slimey leeches, and 
other creepy crawlies. 




Bail's UtB is mrseOm Ms Im*. 

Use Bonk's powerful bite to scale walls 
and trees Run and leap into them until 
Bonk chomps down Now, press Button 
I rapidly to climb To divebomb head- 
over heels into your foes, push Button I 



ILLUSTRATION FRffflCISMAO 






..._.... --...^.:,.;:,^ ,^^ . un up points -m^ 
'lytiattitiffabmlguyintothean'.SB^^M^i 
■mg under him. and continmitsly bamih 
iug him to keep him there. 

You also face the loony Jevel 
Bbsses-Huey Punchy Pedro, Gladdis, 
Kongo Zilla, andTractorhead. , .. Vi^JH^cfe 

T i 
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A li^ bait boss. 

'"'■^ 'Now,you don't wantto do them in, 
you just want to make friends. They've 
been hypnotized into thinking you're an 
enemy so bump their heads until you 
break the spell. 

P80TIP: e^chy PeHro can be mew an 
he usuam^^uttcbes your lights ahl 
''^'^06ag6M«^iS9ti&$Blv^ii^heaii. 

PpimonMPaQiwI^s 

Bonk's Adventure takesplace across a 
fantastic primeval landscape. Head-butt 
your way through five circuitous levels 
(broken down into seven areas) that lead 
to soupy swamps, perilous waterfalls, 
parched deserts, and deadly tropical 
forests. Each area is a complex multi-lev- 
eled maze that taxes your brain, in rlipre 
ways than one. Save the Princess at itie 
end of the fifth level and you head to 
another planet to fight King Drool, 



Just iKaiiOuit them in the right direc- 
tion and climb aboard. 

But before you go, search for four 
bonus stages, where you can earn 
awesome points towards extra lives. 
Bonk the walls till you find them. One 
stage features oliff climbing, where you 
try to climb as high as you can in 1 
seconds. In the continuous spinning 
stage, you jump off a cliff and spin in the 
air as many times as possible by press- 
ing Button l(. Land on your feet or you 




'^ '^Mmp; Thetwittl(l8-:tBsiiaancin0 trees 
help you grab moreSnlley Faces. 





Bonli munches out. 

lose. At the munching spree, you hop 
from fiower to flower to gulp as much 
food as possible/ Finally, a volcanic ■■ ■ ■ 
stage has you headbutting rocks which 
pop out of a volcano, 

BonkmntFooH! 

Bonk is a spirited'neolithic toddler with a 
voracious.appetite. Satisfy his hunger 
pangs for points and power 

Eating fruits and vegetables racks 
uppoints towards extra lives. For a real 
mind-blowing, atomic experience, gob- 
ble up a chunk of meat. Small pieces of 
meat make Bonk's headbutts twice as 
powerful, SwallcM a large hunk of meat 
or two small meats to render yourself 
invincible for ten seconds. 



-'^vW^^sS^^, 









Power up wthi meat! 

Pmip: Power up w/»«ir*flii»(^^^t. ,^ 
you can also slam yoitr head on OWK^^, 
ground to Ire^e your enemies *i'v. 

You can also increase your bonus 
points and vitality by collecting Smiley 
Faces, which periodically appear when 
you bash your enemies Also keep 
your eyes peeled for hearts Tfiree ^ m y^,-^ ^ 
hearts equal one life. 

An Early Rower Child 

Just because you're on a quest doesn t 
mean you can't stop and smell the flow 
ers. In fact, squash 'em if you want to 
succeed. Pink Flowers relinquish fruit, 
veggies, and, sonetimes, a heart. Yel- ,,. 
■ low Flowers add spring to your jumps. 
Red Rowers hide meat. Rare Green 
. Flowers reveal crystal hearts which you 
can fill up with energy 

PROIIP: When you Jump on the spring 
flowers, beware of the wicked flaw- 

ers; they zap you. 

Bonk's Adventure is a fanciful, 
wacky game ttiat delivers hours of chal- 
lenge, fun, and laughter. The graphics 
and the animation are great! And you'll 
enjoy Bonk, a good-natured little cave- 
dude who just wants to make friends. 
C)on't be King Drool's blockhead; Bonk 
your way to victory. 

Bank's meature by N^Hudson Soft ($54). 

!^J^, August 1991 M 
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Boise ipemM axemen. 



PHOTIP: ro avoid being smasned, 
iumn on me vine. 
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Ghosts Hiieottl 

Here you're besieged by scream- 
ing monkeys who g 
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: stmsls, lion over one so they're 

iatli on We same side olyou. Sincv 

only one gliost 31 a time can attach 

you'll have the umer haml. Then 



Jagu Himself 

Finaiiy you're face to face witti 
your ultimate foe. Jaau. He's no 
ordinary-sized enei i ly ao 1 1 
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get a second chance. 
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d even luck all de- neOperiaiimmm 



PHOIIH: When your urilis aescrease 
in number guiile them to your lacto- 
ry to increase their numbers. Be 
the lirst to capture a neutral base 
to lise the storeH units. 

Hallway through the battle you no- 
tice that all of your foot soldiers 
have been slaughtered Now you 
t^now the only way to win this battle 



PHOTIP: Always use loot soldiers to 




your transporters to carry your 
troofs to the enemy prison. 



mnary IMiess iy Uuism SoWmC 
W54.00). 



TURBOGRAFX-16 PRO VIEW 



over him as he iKves, peimg Itlm as you 

tly Dveptteatf. 



By AUjy niopmal 

[Me did you know when you bade your 
father goodnight that evening that those 
simple wottis would be the last he would 
ever hear you speak. That night a 
hideous wolf-iike animal creeps into the 
camp and attacks your father. Unable to 
help, you're forced to watch helplessty as 
he dies a boAsi, painful death. The crea- 
ture disappears without a trace, but hold- 
ing back your grief, you sfrike out into 
the darkness to search for your f^fter% 
murderer. 

YouantI Your Shatlows 

Ninja Spirit from IRBVI is a seven level, 
two player (non-simultaneous) fale of re- 
venge. From the onset you \Aneld an in- 
credible variety of weapons including a 
sword, dynamite, shunkens, and a gr^ 
pling hook. Each weapon has three lev- 
els of power, and you can easily change 
weapons anytime by simply punching 
Select. 

In addition to tfie standati ninja 
gear, you also command "spirits," Spirits 
are shadow warriors that mirror your im- 
age and your moves. You get them by 
grabbing special powe'-up orbs. You can 
control up to two spirit shadows at once. 
More impotantly, though, you can posi- 
tion them above, behind, or in front of 
you to serve as shields. They also use 
the sane weapon you do. 



temple, a dark forest, an expansive v^ 
ley, and, finally, a spooky moonlit swamp, 
complete with ghostly foes! Dogs, m\ 
ninjas, animated temple statues, and 
tree-spirits are just a few of the enemies 
who attack you from eveiy direction, in- 
ciuding from under the ground! 
PROTIP: Use tfynamlte to defeat the tree- 
spirit (the Stage 2 hoss). Begin by posi- 
tioning your Spirits aliove you one attyi 
the other in a vertical hne. Botnbari 
your toe immediately. When he vibrates 
he's about to ilive towards you. Jump 




PH07IP: It's certain death it you give the 
twirliag-stalt soldiers tlte chaixe to hurl 




PROTIP 

hlocit laliitta uU ^ k, .. .. » 
yoa re under aerial attack (which Itap 
pais often). 



The first leg of your journey {Sfages 1 , 2, 
and 3) takes you through the mins of a 

84 Video Game Greatest Hits 




their staffs Into the air. To ppevait ttiem 
tpom letting go of their staffs, charge 
them the moment the mal(e an appear- 
ance. Don't hacl( downl 

PHOTIP: Big boss number 3, "Haiaethe 
flentt, " walks soffly ami carries a big 
sword. Position yoorseff and your spir- 
its in front al Hamo, then pelt him with 
dynamite blasts. Take care to jump t^ 
and over Mm while his sword is at the 
lowest point ot its swing. Don't fire at 
him as you're flying over his bead. It you 
do, n slows your momentum and makes 
you drop low enou^ so that his sword 
grazes you. 

Bey anil the Oen of the Demons 

The next leg of your journey takes you 
through yet anottier ttiree levels of terrify- 



ing clanger. Rrst, you find yours^ in a suth 
teranean passageway whetB the caling 
ttireatens to crush you. Next, you dimb 
the side of a sheer cliff while being p^ed 
by the Evil Wind. Rnalty, it's up and over 
the top of the cliff and right into the heat of 
a raging thunderstorm, where ghost war- 
riors rain dovm on you from the ^. 





i««««««««««!««?S 



PROTW: Begin ruitt^ Hie moment you 
enter the dnvi-eeWng passageway and 
don't stop unttt you've reached the end 



ibs left side fj 

self anst i'our '■' 

and stay there. Siiomv Jj i, i " 

an the monster's head. Strangei} 

be wen t try to run away, and his y 

won 't be able to bunt yon affbet '. 



In the seventh and final part of the jour- 
ney appropriately dubbed the Bloody 
Battle, you'll find yourself inside the bdy 
of an eerie stalactlte-encmsted cave. It's 
here that your n&nesis awaits you. Get- 
ting to him presents a serious problem, 
however, as you must jump off a cliff to 
reach his hideaway And, that's the simple 
part! As you free-fall downwards, ninjas 
with swords charge upwards, right at you. 
You'll have a heck of a time figuring out 
their flight patterns, but ft can be done. 




PBOTIP: Try swinging the grappling hook 
in a downward motion as you're Ming 
dovm OiB eavo'B. 

SupeNop Spmit 

Ninja Spirit is by far one of the finer Tur- 
boGrafx-16 g^nes to hit the streets this 
year. As always, the graphics are incredi- 
bly detailed, colorful, and pleasing to the 
eye. The Spirits add a unique dimeision 
to the game, but although they're easy to 
maneuver, it can get confusing wrtien all 
Itiree ninjas are jumping around at once. 
Some of the big txjsses are a bit on the 
easy side, too. In tfie overall picture, 
however, the great ganeplay easily over- 
comes th^e minor drawbacks. And, if 
you're ree^ly a hot-shot, try tackling the 
Turtx?-Mode. In this mode you begin tiie 
game vwth just one life, as compared to 
the five you st^ off wrfri in the Standard 
Mode. Lots of luck! 




Pro View 




By Abby nbaiB^ 



It was a cold, blustery day when Rick 
and Jennifer set out on their holiday A 
few hours into the journey and miles 
away from civilization, the weather tool< 
a drastic turn for the worse. Suddenly 
the pair found themselves smack in the 
middle of the most treacherous thun- 
derstorm since 1890, the same year 
that the mansion of the late, great para- 
psychologist, Dr. West, was built. Little 
did they know when they ducked into 
that old "haunted" house to seek ref- 
uge from the storm that their lives were 
about to become a living nightmare. It 
all began when Rick turned around 
and Jennifer was no longer there. 

Rich ami His Trusty Sticic 

It's no "tunnel of love" as Rick finds 
himself traversing the seemingly end- 
less territories of seven macabre horror 
scenes. Sensing impending doom, 
Rick uses whatever he can to defend 
himself - a stick, a rifle, a cleaver, or 
perhaps just his fists! 



Rick may not be wet behind the ears, 
but his feet are definitely a bit on the 
damp side in Scene Two. Tossed into 
an underground water system. Rick 
has no choice but to wade and whallop 
his way through water polluted with 
monsters and stinging spiked balls. 




PIWTP: Keep a keea eye on the zomIHe 
pNsomrs aaHtea ta ttie vv^s aal 
eettmgs of the vsious tunmls. ihey 
spit up toxic saliva just as Rici( passes 
by. Jo avoid this hazard don't pass by 
unSI they've dam theh' thu^, then 
m^yjnmp ova' the noxious paddles. 




PUSIK Once you've coRdO&^d the 
"hWdy sidNted" hmutav at the ma 
ot Scene Two, scoot your taP evop to 
the tar rWt comer of the pomn md 
park It tor a tew. if you make a move 
too smn, yow Bfitts get knocked tan 
by a AMMv cbaideHer. 



Scene Three takes Rick deep into a 
very dark, evil forest. Good news, 
though! It seems somebody or some- 
thing has dropped a rifle, and now it's 
just lying there ready and waiting to be 
found. Of course Rick finds it just in the 
nick of time as rabid wolves and more 
mutant zonbie creatures come burst- 
ing through the trees, 

PIWIP: To keep the crazed wolves 
from attacking you in Scene Three, use 
zombie meat to distract them. Gross, 
hat true. That's what yow rifle Is tm; 
80 Just Idast a zomtSe and move out of 
We way. 



A Prayer tor ttie Dying 

Splatter House wont gyp you out of a 
visit to that all time horror classic, the 
"haunted house." It's all there in Scenes 
Four and Five, complete with a hall of 
mirrors and a very sc^ library. 




PBQTIP: mslde the church (Scene Five), 
smack the blue head that's In the cen- 
ter of the swarming cluster. Once its 
destroyed, all We others die off as well. 

From the Fryer into ttie Fire 

"Riings literally get hot and sticky in 
Scenes Six and Seven. Not only does a 
wave of sticky embryo-monsters try to 
attach themselves to Rick, a small army 
of flame monsters also comes leaping 
out of the sky and tries to turn him into a 
crispy critter. The worst, of course, is 
saved for last. We don't wanna' ruin the 
ending for you, but let's just say that af- 
ter you see this thing you'll never walk 
through another graveyard again I 

PRBTiP: Kill the embryo-monsters by 
burstbw their bubbles hoteiv they 
hatch. 

Talk about tension and suspense, 
wow! Splatter House has plenty to go 
around. Excellent graphics and chal- 
lenging gameplay make this seven - 
level nightmare come true very enter- 
taining and well worth a look, 
Spbtter Ikma By im: ($81.99). 
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Can 1-90a4K^77. , 
BanwIWs Hot Tip Hotme! 



GamePro's Hot Tip Hotline Program Guide 



It's BnuHhNew—Ihe 
Nintendo Tip of the Wteek! 

It's rowdy, it's radical, and you can get it every 
week on the CamePro HolTlps Hotline Eacli 
week we'll feature a different tip or tactic for one 
of your favorite Nintendo games, guaranteed to 
lielp you beat your best..,and beat your friends 
So keep the Hot Tips Hotline numbernear your 
Pbone.,.because you never know wlienyou'ii 
I need a quick Nintendo fixi 



Using GmePro's 
I Hot rips Hotline Is Easy. 

I „ W446-8477to9elourCerttral 

\;:.,.2Moraone.wa,t«.o*J, « 
Developed Beat wji* »"^=>„^ ,,|,lses, 

ISndoTipoftt-eWeek, 

1 ll,» Hot Tips B»"«''""°" „ 

1 The Oevelopw's Beat 

I ™° .„,,,, taocvetopsts Beat, 

Ifvouchoose0|)t.on'3, ttseasya V 
I is listen! 



$1.75 for the first minute, 
90C for ea<:h minute tliereafter. 



Uie Hot Tips Bulletin Board 

Foe the Nintendo Entertainment 
System - The Simpsons! 



Without your help the Banman's spraypaint, sling- 
shot and dart gun will be no match against the 
space age aliens that are taking over Spnngfieldl So 
don't have a cow man -just take a hint from the 
Hotline to help this smart alec Simpson save the dai* 

11^ the Sega Genesis - iHici<ey iUouse: 
Castle of illusion! 
Mlckeyi best gai pal Minnie has been captumd by 
the evii witch Mlzrabel To save her, l^ickey must 
find the magic seven gems in the deadly Castle of 
lilusionsi For hot tips to bounce miserable Mlzrabel 
out of her lair, danng rodents should let their 
fingers do the walking. 



For the NEC Turlio6raf«16 - Ninja Spirit! 

Grappling with demons from the splht world is 
never a piece of cake. So be sure and tap into the 
Hodine for dps and tactics on dealing with these 
ghostly foes! 

For the Sega Master System - 
Golden Axe Warrior! 

The Death Adder Is back.„with an axe to ghnd 
Your quest to find this mad adder will take you 
across three conhnents, so check in with the 
Hotline for some tips and tactics chop talkj 

For the Game Boy - Final Fantasy! 
They say the adventurers who went before you 
found Paradlse-.but they never came back to tell 
their tales! Now you choose to scale the myste- 
nous Tower But like every prepared explorer you 
call the Hptiine first. 



TTie Developer's Beat 

J 6639 Acclaim Entertainment 9457 Hudson Soft 

a^d 1°1 '*'' IT"^'""- Enter the Hudson Soft game sweep- 



1 13S8 Aajvjsion 

Call for information on how to get 
your SIO Savings Certificate-good 
towards purchase of our Nintendo 
games! 

{ 9320 ASMIK 

Call now for secret codes, tips, and 
previews of brand new ASMIK games! 

(5924 CAPCOMUSA 

Tips & Tricks for our latest hit game, 
Little Nemo the Dream Master! 

I 2246 Data East 

Dial Data East for a sneak peek at 
our dangerous new title Werewolf, 
plus get game tips for some of our' 
most popular Nintendo titles ever! 

I 4623 HAL America 

Kabuki-Quantum Fighter.„the chal- 
lenge begins! 

I 1255 Hi Tech Expressions 

Tips, news, and reviews on great games 
like Orb 3D The Hunt for Red 
Oaober, Muppet Adventure and 
Remote Control! 



3111 Jaleco 

Do you have a chainsaw without gas? 
Stuck on Maniac Mansion? Call in 
weekly for helpful hints. 

6852 KOEI 

Call now for tips on our newest hit, 
Nobunaga's Ambition II!! 

3345 NEC 

Call now to hear about all the killer 
games for the TurboCrafx-l 6 system! 

2779 SETA USA 

Awesome tips on new and upcoming 
games! Free prizes forjoining the 
Q Billion dub! 

7443 TAITO Software 

Stay tuned for high-level hints and 
winning strategies for Puzznic, 
Dungeon Magic, and Chase HQ for 

the Game Boy! 

8421 Taxan 

Cet the hot newsletter, VIDEO- 
DICTION, plus sneak previews into 
C.I. Joe,* and Magician. 



Pro View 



By Mlchaelang^ 

Yo, dudes and dudettes! Michelangelo 
here, typing away with all six fingers on 
my trusty ol' word processor The radi- 
cal folks at GamePro offered me a 
year's supply of pizza if I would review 
our latest adventure for the Game Boy 
I'm not stoked about typing, but hey I'll 
do anything for pizza! ! (Cowabunga! 

April Goes AWOU 

Konami's Teenage Mutant Ninja Turtles 
is an awesome game that lets you take 
each one of your four favorite turtles on 
an adventure to rescue our friend April 
who has been kidnapped by that 
gnarly Shredder dude. The game has 
five really rad stages with three levels 
per stage. . .so that's like 1 5 different lev- 
els in all, (And like I didn't even use a 
calculator to figure that out!) At the end 
of each stage is one of Shredder's main 
goons, who's really tough to squash. 
(Don't worry, they just look tough!) 

At the beginning of each game, 
you get to choose between us four tur- 
tles (pick me! pick me!) and our re- 
spective weapons: Leonardo with his 
swords,' Donatello and his bo stick, 
Raphael with his sais, and yours truly 
with his nunchuks! In addition to your 
weapon, you also get an unlimited sup- 
ply of ninja throwing stars! (Rad!) 

You start with eight hit points, but 
lose a point each time you get zapped 
by one of Shredder's creepos or their 
weapons (Bummer!), Not to worry 
friough, you can always recharge by 
eating pizza slices and whole pizzas 
pies that randomly pop up along the 
way! (Yum!) 

But, if you lose all your hit points, 
then that Turtle becomes a prisoner of 
Shredder and his Foot Clan. Then you 
have to choose from the remaining Tur- 
tles and continue from where you were 
caught. Now you have to rescue not 
only April, but all your captured fellow 
Turtles! (Double Bummer!) 

B8 Video Game Greatest Hits 
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piranha-infested river, aid all tie way to 
the heart of the Technodrome itself I 
The graphics and animation are 
the best I've ever seen on the Game 
Boy! You'll actually feel like you're slosh- 
ing through a river or jumping over the 
roots of speeding cars on the freeway! 







uuboDo 

And I bet you'll lose your karma 
over the totally tubular tunes, including 
our awesome theme songi 

Goons Galore 

Fans of our arcade game will freak 
when they recognize the same ugly 
boffos on their Game Boy screen. 
They're all there: Foot Clan stooges, 



''^^^tay^r'^^^^^^n^s 



Searching High and Low 

Tills game wings you through the 
streets of the big city, into the sewers 
below, out on the freeways, through a 




Mousers, Electrodroids, plus intense 
bosses like that Rhino and Bug-Eyed 
Dude! 

You'll also have to watch out for new 
nasties like fireballs, attack bugs, and 
these monstrous boulders trying to turn 
you into instant pancakes, (But hey, 
they're no problem for expert martial ex- 
perts like us!) They come at you pretty 
fast and there's a lot of them, but pay at- 
tention to their patterns and you can 
w/ipe them out without breaking a sweat! 





The Last Honest Pina 

Trust me en this one you guys, you're 
gonna love Teenage Mutant Ninja Tur- 
tles on the Game Boy! Even after 
you've finished the game, you'll want to 
play it again and again just for the fun of 
it, I'd like to rap some nxire with ya, but 
the pizza delivery dude is at the door, 
and I want to get to them before the 
other guys do! {Sometimes they're 
more like pigs than turtles you know!) 

Teenage IIMant liSitia TwOes by Kenmi 
($33.95). 



PROTIP; 
for extra 
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Everybody's favorite skinflint, Uncle 
Scrooge, is back and, he's on another 
treasure hunt. In Duck Tales for the Game 
Boy, Scrooge must search high and low 
across the land, and even in outer space 
to discover five lost treasures and make 
himself richer than ever. Yes, Scrooge is 
ready to risk life and webbed limb all for 
tie thrill of adventure., oh, and of course, 
the love of money! 

Look Who's Quacking 

As Scrooge you begin your journey from, 
where else, the Duckburg Bank. The 
treasures are scattered in five different ar- 
eas - the Amazon, Transylvania, the 
African Mines, the Himaiayas, and the 
Moon, You and your quacky new/phews, 
Huey, Duey Louie, and beautiful Webby, 
can begin your search anywhere you like. 
Set the game difficulty to easy, normal, or 
difficult - it all depends on hovi' wet you 
feel iike getting your feet! You've got 
three lives and a limited amount of time 
to find ail of the treasures. 

Sure Scrooge is a Itttie awkward as 
he waddles along, but wait'll you see him 
pogo! Use your Pogo Jump to pounce 
on creepy critters, blast through barriers, 
and knock the locks oft of treasure 
chests (the last is Scrooge's favorite of 
course), Scrooge can also use his cane 
to whack open treasure chests and slam 
boulders into pesky enemies. 

Fine Feathereil Finds 

All kinds of helpful goodies are hidden in- 
side of the treasure chests. Tasty Ice 
Cream and Cake snacks restore your en- 
ergy points, Scrooge Dolls give you 1- 
Ups, special Life Boosts give you extra 
energy, and Diamonds, large and smali, 
are cash in the beak, er, bank! 

PROTIP: Search tor the illusionary wall in 
Transylvania, go through it, and enter 
the hidtien room; you'll tind a chest that 
holds a Lite Boost. In the Himalayas 
search for Bubha Buck by going to ffie 
tar left of the Icicle level, and then cllmb- 
bigupthe rope. Oetrest Bubba and he'll 
reward you with a Ufa Boost. 




PROTIP: On every level you'll tind a hid- 
den Scrooge Doll 1-Up. In the Amazon 
search tor the treasure chest in the 
middle ot the underground passage. In 
the Himalayas search to the lar right ol 
the underground icicle level. On the 
Moon you'll tind the Scrooge Doll In the 
upper right corner of the UFO. 

PROTIP: Look for Laanchpad in each lev- 
el. He's your Hying duck buddy, and he's 
always ready to lend a wing to tly you 
back to Duckburg to stash your cash. 

Sometimes treasures are hidden in 
areas Virtiere there are no treasure chests. 
Just Pogo Jump iike heck and you'li find 
ail kinds of treats. This is usuaily how 
you'll find the Magic Coin that makes 
you temporarily invincible. 

Fowl Adventures 

Hey, you say, Pogo aound, search for 
treasure, eat ice cream and cake - it's a 
swim in the pond. Oops! Guess we for- 
got to mention the strange and unpleas- 
ant obstacles you'll encounter in each of 
the mysterious lands you visit. In the 
Amazon you've got to climb vines, avoid 
spiked logs, leap across collapsing 
bridges, and fight the giant Statue 
Guardian for the trBasure, the Sceptre of 
the Incan King, 
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that you can bounce to the lett or rl^t 
Into a secret tunnel. In the Amazon 
there's a secret treasure attic at both 
ends ol the underground tunnel. There's 
another secret room high in the sky, Jast 
to Hie lett ot Launchpad. 

PROTIP: To avoid paying money to fight 
the Guardian go straight up from the se- 
cret room and follow the tunnm unW 
you come to Hie &iardlan. 



PROTIP: Don't target to search lor hidden 
attic rooms. You'U find these in areas 
where you Pago Jump against what 
seems to be the ceiling, hut discover 




PROTIP: Seat the Guardian by waiting un- 
til he slams down, and than Pogo Jump 
on Ms head! 
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Deep in the depths of the Transylva- 
nian Castle you'll encounter Duck Mum- 
mies, Duck Skeletons, and other fine 
feathered enemies, including a Vampire 
Duck who's out to make you into duck 
soup. Beat him and you'll earn the Coin 
of the Lost Realm. 
PBOTIP: Poga en the Vampire Duck's 
head right alter you tlodge her lightning 
bolts. 




WE^^^^Bml 




PROTIP: Use the mirrors to move to dil- 
lerent areas ol the Castle. Alter you en- 
ter the Castle, go to the right. The lirst 
mrror you erne leatls you to the trea- 



sura (Aest that holds the Skeleton Key 
you'll need to enter the African Mines. 

Hope you don't get claustrophobic 
because you'll have to search deep 
down in the African Mines in order to find 
the Giant Diamond of the Inner-Earth. 
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PROTIP: Walk through aa lllusionary wall 
in the mine and you'll lind a secret Ring 
treasure worth lots ol money. 




PROTIP: To crass the underground 
swamp Page olt ol the heads ol the 
swamp creatures. 

Get ready to freeze your taitfeathers 
in the Himalayas, and tBmember, you 
can't Pogo in the snow. In this subzero 
environment you'll find that your webbed 
feet slide on the ice, icicles fall on your 
head, and you've got to battle an Abom- 
inable Snow Monster for the Crown of 
Genghis Kahn. 




PROTIP: What a great place lor ice 
cream! Go down the middle rope, and 
move up and to the lelt into a secret at- 
tic room. Mrs. Beakly will serve you 
seme Irozen treats. 



PROW*: Launchpad Is at the bettm i^t 
at We lowest tunnel. 

PROTIP: Grab the Magic Coin by Pogoing 
near the icicles. Now run, don't walk, 
straight through the icicles with no 
problem. 

PROTIP: Put the abominable Guardian on 
ice by Pogoing on his head alter you 
dodge the snowballs he tosses. 

It seems the Moon is now populat- 
ed by strange aliens. Including some 
pretty crafty Space Ducks. Search their 
giant UFO for a few items you'll need to 
beat the Guardian of the fifth treasure, 
the Green Cheese of Longevity. 
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PROTIP: You've got to lind the Remote 
Controller so you can summon Gizmo 
Buck. It's inside the locked room in the 
UFO, just to the right ol Webby. The key 
to the locked room is in the upper lelt 
part ol the UFO, in a treasure chest In a 
Iddden attic room. 

PROTIP: you can't get out the way you 
came Inl Once you're In the UFO you'd 
have to seek an alternate route oat! 

Everything's Ducky 

If you loved Duck Tales you'll love Duck 
Tales for the Game Boy. The gameplay is 
essentially the same, the graphics are ex- 
cellent, and there's enough variation on 
the original game to keep you interested 
in the new version. Ttie difficulty setting 
also enables you to make the game as 
hard as you like. Don't fly south for the 
winter - there's plenty to take care of 
right here in Duckbut^. 

Disney's Duck Tales by Capcom (S20.35 - 
Available FaB 1090). 
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by GlwBe T. A^ai 

Every once in a while, a game comes 
along that is so original and enjoyable it 
becomes an instant hit and remains a 
top-sellerforyearstocome, Gar- 
goyle's Quest, Capcom's latest title for 
Itie G^ne Boy fails into this category. It 
is, by far, one of the most exciting re- 
leases yet created for the Game Boy - 
the type of game that is so good, peo- 
ple might buy Game Boy units just to 
play it. 

Earn Your Wings 

Gargoyle's Quest is part of the Ghosts 
and Goblins series that has been such 
a mainstay in video game entertain- 
ment-arcade, NES, and Sega 
Genesis, The outstanding difference in 
this cart is the character you control. 
Rather than your typical armor-clad 
hero, you play a thick-sf^inned gar- 
goyle, complete with leathery wings 
and 12-inch claws. 

You are Firebrand, the Guardian 
Gargoyle of the Ghoul Realm. Your mis- 
sion is to search the Realm, discover 
the heir to the magic flame, and bring 
peace back to the Ghoul Realm. 
Peace is possible if you can defeat the 
evil King Breagerand his invading 
Destroyer race. 



so you have to maneuver by jumping, 
walking, and taking short flights. 

PROTP: Bo'liHi paaOm combat 
^taatiens, It OoBsti't mat^ a you (aUrs 
damage tlupbig the tight. Once you wm 
yoWre bad( at ti^ strotiga. 

A Real Wing-Oing 

Your abilities are governed by three 
factors -jumping power, wing power, 
and life force. Life force starts at 2 and 
can climb as high as 5, If Frebrand's 
life meter drops to zero, you lose one 
life. Jumping power is exactly what it 
implies - how high you can jump out- 
ward or upwards. Wing power deter- 
mines how long you can stay aloft 
when in flight, 

PROW: Attar aapilrlng the Whigs of 
Oie fideott, you'll he able to cross ttie 
wlUe ravine batweea ym auU Ihishl- 
fell's castle by rimnlag aatjimvliig eti 
the clltt, hovering ami mevhig towards 
the right. As your wings ran out of 
power anU you begin to descend, hit 
the A hutten to flap Wem. You should 
end up sibling to the bottom of the 
wallontberHfiitclltf. 




Hy or lump m MIY ihrectm. 



Gargoyle's Quest is unique be- 
cause it features 360 -degree scrolling 
- You can move in any direction, not 
just horizontal or vertical, and you con- 
trol your flight, when to hover and when 
to land. In earlier stages of the game. 
Firebrand can't stay aloft for very long, 
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PftOVPiWhaa you're eareeta to the 
ke^o' of the E^n^ Caudle, yeuV 
eaeeunter a dmdHo verttealwMof 
moving spears, tfymi^up duvim the 
shaft, you'll only be Mt by We Urst 
spear mid pass throi^ aS Ow others. 

You can cling to any rock surface 
(wall or floor) with your claws. By using 
a combination of jumping and flying, 
you can safely maneuver around fiend- 
ish creatures such as Bellzemoses (gi- 
ant bats), Bone Snappers (piranha-like 
fish), ghosts, and demon toads. 





Keep a ^t v^ on that wah - hiaaks te 
12-bi(A claws. 




flyms High, mm At 
Yow Scales 

TTiere's more to Gargoyle's Quest than 
moving and shooting. This is aquest, 
so you'll travel over land, fire, and water 
in search of the various magical items 
that increase your power and help you 
progress. As you advance in skill level, 
your flying ability, strength and jumping 



power all improve. This is important be- 
cause without increased abilities, you 
dont stand a chance against the chal- 
lenges of the later levels. 

You'll also encounter towns and vil- 
lages where you can get bonus lives, 
pick up a new password, and get infor- 
mation from the locals. These towns 
serve as resting places - safe haven 
from the minions of King Breager 




PHOW: In the villages, yeu can traile 
In vials you Have found for Talismans 
of the Hurricane - each el which give 
you a bonus lite. The talisman seHers 
win always tell you "...any more woiail 
he greedy, " md try to sell you Just one 
talisman. KWK THEM. You can have 
up to mne taismms hi ymir possession 
at one time - i^te extra lives! There's 
00 penalty for heing greedy In this 
game. 

You'll also get better weapons as 
you advance. For example, your fire- 
breath can destroy rocks that are in 
your pafri and create footholds on dan- 
gerous jagged terrain so you cai climb 
injury-free, 

PROTIP: In the final hattte, Kbig 
Breagw otters you a chance to Johi 
him rather than light. It woidd be vmse 
to turn down Breager's offer. If you 
say "yes, " aff your power Is draUiod 
mid you'B still have to battle Breager. 

Claw Youp Way To The Top! 

Great ganes have plenty of diversity to 
keep even the most experienced play- 
ers interested and Gargoyle's Quest is 
no exception. You'll be amazed by the 
differences as you travel to castles, fire- 
rgvaged cities, cliffs and caverns -all 
presented in fantastic graphic detail. 

Gargoyle's Quest's detailed graph- 
ics and great music will amaze you and 
the excellent gameplay will keep you 
glued to your Game Boy You just might 
find yourself addicted to this cart! Re- 
member, Vi'hen you start flapping 
around your house and clinging to the 
furniture, you'll know it's time to put the 
game down! 
Gargoyle's Quest by Capcom ($28.^). 



RO ViEm 



King Nemesis is back! Someone let 
him out of ttie solar slammer on a 
technicality and he's out for re- 
venge-and you know who he's af- 
ter As chief of the interplanetary Po- 
lice, you're the one responsible for 
. putting the King behind bars in the 








first place. Now he's ready to put 
you out of commission for good I 

Based on Konami's NES mon- 
ster hit Gradius, this Game Boy 
Pak sends you into the strato- 
sphere after the nefarious Neme- 
sis one more time. So get ready to 
climb into your Proteus 91 1 , one 
of the most sophisticated flying 
machines ever developed. This 
state-of-the-art spacecraft can 
power-up with special weapons 
including speed burners, lasers, 
missiles, shields, and deadly dual 
devices of destruction. 
PHOTIP: la Nemesis, yau can earn 



PHOTIP: Use youf state-ol-Uie-m 
Game Bay Hying maclilne to select 



testpoy all al Ihe enemies on the 
screen when you gnh them. When 
you see one nt these, aolge ami let 
ne screen li 



A talactic Tour tie Fmve 

Sounds easy, right? Wrong! To 
even reach Nemesis you'll have to 
battle through five stages of gruel- 
ing space combat. Nemesis is 
holed up in his hideout and he's 
sent his henchmen after you-and 
put a billion dollar bounty on your 
head to boot. This means you're 
facing a crew of grimly deter- 
mined alien bad guys in some of 
the toughest alien territories space 
has to offer Battle past the peaks 
and valleys of Carnage Canyon. 
Blow up the Pyramids of Pyroma- 
nia. Dodge the stone heads in the 
Lair of the Planetary Pirates. Head 
into the spooky Den of Doom and 
Gloom. And, finally, face off with 
Nemesis himself in the Sacrificial 
Sarcophagus of Saturn. 



or oil. This iraMes an entless \ia- 



iheBaiSBuys 

King Nemesis' evil crew is made 
up of a cast of characters familiar 
to Gradius and Life Force fans ev- 
erywhere. You'll recognize the 
pesky asteroids, the speeding 
Reflector, Kull, and Winger ships, 
and especially the pellet-spitting 
stone heads called the Moai. The 
big alien bosses are also discon- 
certingly familiar! Watch out for 
the laser-spitting Intergalactic Su- 
per Force and the eerie, grabbing 
Venus Destructo. 

PROW: You'll llnd that most olyaup 
lai/orlte strategies Irom EraHhis 
mrk hi nemesis. The mieapoas are 
the same, although It takes a Utile 
practice to learn to aim correctly 
mith the two color screen since the 
meapoa lire is more dilllcult to see. 

Bo Far Om Busto 

Nemesis also features special 
bonus stages hidden in the differ- 
ent levels of the game. If you get 
into a bonus stage and succeed in 
grabbing all of the bonus capsules, 
you'll send your score into the 
stratosphere. If you get lucky, you 
might also grab a special 1-Up 
capsule in the bonus stage. 

It's just what every Game Boy 
fan has been waiting for Classic 
NES titles are making their way to 
the shelves for the Game Boy with 
some new original twists on the old 
adventures. Shoot-em-up comes 
to Game Boy in a big way And 
don't forget, Nemesis wants you! 

imieaiiyUttnllt4JISI. 
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Greatnews,Spiderman fans! Now you, 
too, can swing across the rooftops of 
New York City and go up against classic 
Spiderman villains such as Mysterio and 
Dr Octopus. Better yet, you can take 
your adventures anywhere you go vi/ith 
UN's Spiderman for the Game Boy! 

Rescue Many Jane! 

Someone has kidnapped Mary Jane 
Watson Parker, wife of Peter Parker, 
who just happens to be your friendly 
neighborhood Spiderman. As every- 
one's favorite Web-slinger, you must 
battle your way through six treacherous 
levels of goons and obstacies to res- 
cue Mary Jane. You'll fight across city 
alieyways, parks, and sewers. You 
even scale a pair of skyscrapers! If 
you're sharp enough to make it to the 
end of each levei, you still have to face 
some of Spidey's greatest foes includ- 
ing t\e Hobgoblin, the Scorpion, Rhino, 



and Venom! Each villain has different 

powers and attack strategies, it's up to 

you to figure out the best way to defeat 

them with the least amount of harm to 

yourself, 

Spectacuim' Spider Powers! 





PBQJIP: in level 1 you lace Mysterio. 
IVIovB cottntepclackwise andjunw over 



PHQTIP: The Green Goblin awaits you at 
the end ol Level Z. Position yourself at 
the tip ol lite top root ledge and kick. 
The Green Goblin will fly into your kick 
each time. 

As Spiderman, you punch, kick, jump, 
and swing your way through the game. 
Of course, you'll have Spidey's famous 
Spider Sense and web shooters at 
your command. Shoot webbing to 
snare your enemies or to swing over 
their heads. You only have a limited 
supply of web fluid, but you can replen- 
ish your web supply by knocking down 
your enemies and picking up the web 
cartridges that they drop. 



Spidey gets three lives at the start of 
each game. Keep an eye on your ener- 
gy meter; you lose energy every time 
you're hit or shot. Lose all your energy 
and you lose a life. To replenish your 
energy supply grab all the food items 
thatappear If you fail, don't worry. You 
can continue up to four times, and you 
get to start at the exact point where you 
died off. 




l?XOZ 



PROTiP: yvben you crawl up a baildiag 
in Level 2, crawl between the windows 
in order to avoid goons that try to hit 
you with baseball bats. Move to ttte 
side as soon as your Spider Sense 
starts tiashlng-that means some- 
thing's bebig tbpown at you Irom dl- 
recOy overhead. 
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PROTIP: When Spidey's on the sidiway 
on Level 3, leap lor We lood on We 
ledges. Jump back immediately onto 
the suhway or you'll be pushed on tbe 
screen! 

Spiderman should be loads of fun 
for any Game Boy fan, Tfie gameplay 
is top-notch, and the funky Spiderman 
theme is a groove. From the awesome 
start-up screen to the radical final blow- 
out with Venom, Spiderman is excellent 
video fun! 
SpidarBm by LIN ($29.36). 
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The Merriam Webster Dictionary defines 
"xenophobe" as: One unduly fearful of 
what is foreign, and especially of people 
of foreign origin. However, considering 
Atari's latest Lynx hit, Xenophobe, a more 
accurate definition would be: A consum- 
ing terror of swarms of hideous alien 
monsters bent upon devouring your flesh 
aboard a deserted space statiOTl 

Human Hops D'oeuvres 

The setting is several hundreds of years 
in the future, on a planet that's home to 
the remnants of the population of Earth. 
This planet is under the constant threat 
of attack by the dreaded Xenos - a race 
of nightmare creatures intent upon con- 
suming the entire human race! To defend 
against further Xenos attacks, a system 
of nine space stations guards the planet. 
Now, all contact with the space stations 
has been ominously cut off! The last gar- 
bled transmission w/amed that they had 
all been overrun by the Xenos! it's your 
task, along with up to three other friends 
via the Comlynx cable, to venture to the 
stations and eradicate the Xenos once 
and for all. 

You can be any one of nine different 
characters on this mission, including the 
old veteran Col, Schickn, the curvaceous 
Dr. Pink, the half man-haff duck Or 
Kwak, and the robot U2 R B52. Once a 
character meets his end, you can contin- 
ue as another character until all the char- 
acters have died off. In muttipiayer 
games, each player has fewer lives since 
all Comlynxed players must share the 
same pool of nine characters 



in Space, No One Can Heap You 
Scpeam! 

To begin the game, you beam aboard a 
deserted space station, and the only way 
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Cboose among 3 dUtereitt heroes. 



i 



to get off is to seek out aid destroy ALL i 
the Xenos aboard. Each station is bust- 
ing at the seams with all kinds of alien 
nasties, from the Pods that they hatch 
frDm to the large, leaping Snotterpillar 
that spits slimy phlegm at you!! 

Computer screens located in various 
sections of the station helpfully display 
the percentage of Xenos that remain as 
you continue your hunt. Each character 
begins with 2000 health units which de- I 
creases each time you're attacked or hit ] 
by Xenos prDJectiles. Be extra careful of 
the Critters and the Tentacles, who latch ' 
CBTto you and drain your health units. 




PROJIP: Avow overtieatt tentacles tiy 
crawling and floor tentacles by jumping 
over them. 




PROW: An a 

Critter latches onto you. Throw it off by 

qaicldy junking around. 

Levels of Teppop 

Every space station features a different 
number of levds, but there are always 



« 
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eight rooms per level. In mufti-level sta- 
tions, you must use an elevator to move 
betvt/een levels, which offers a brief es- 
cape from the camage. On certain sta- 
tions, you can venture outside into the 
alien landscape. 



Regardless of where you are, Xenos 
lurk behind every comer. Be especially 
w/ary of Festor, the laigest Xenos crea- 
ture, who pops up wfien you least ex- 
pect it and paralyzes you with his 
telekinetic gaze. He also launches Xenos 
i pods that can bowi you over and hatch 
new Xenoses. 




PROTW: Break oat at FesUir's coatna by 
hitting the jump battm. 

Armal to the Mia 

Fortunately, you have an araenal of five 
weapons at your disposal. You begin 
with a Phaser, but you'll discover more 
powerful weapons such as the Lighten- 
ing Rifle and the Roofer Gun as you ex- 
plore each level. Keep track of the main- 
tenance droids; they often cany extra 
weapons. You'll also come across 
grenades that can destroy la;ge groups 
of Xenos at a time. 




The pobotsmv your 01^ Oanee If you ev- 
er tassyoiw weapon. 




PBBW: Use all your greaadBs wim 
yovhe^a units d^neamare,^ica 
you eaa^ eairy gpeaa^ evar w year 



You can use three methods to finish a 
mission. Method One is to stay alive as 
long as possit^ until the Xenos com- 
pletely ovemjn the station. You'll auto- 
matically transport back to your ship just 
before the station explodes; however, 
you wont receive any bonus points for 
your efforts. Method Two is to completely 
eradicate all the Xenos in the station. You 
retum to your ship a triumphant hero and 
reap bonus points galore. Method Three 
is to locate the Self Destruct mechanism 
aboard certain stations and destroy 
them. You are automatically transported 
back to the ship before detonation, and 
you receive bonus points for each Xenos 
destroyed before the station blew up. 




PBOTP: Save ives ami Aea/IA mts by 
m^dng some at ttw statms geff-tlestpact 

SteBan Scarefest 

Xenophobe is a faithful adaptation of the 
arcade megabit, Tlie graphics take full 
advantage of the Lynx's color capabilities, 
and the action is fast and furious. The 
game itself isn't extremely difficult, but 
the fun of blasting zillions of slimey, 
goopy aliens makes it an addictingly 
good time for all! 

XemyOabe by Atari ($34.95 - Available 
FaH90). 




Pro View 




By&aeim 

Tlie mazes are back! ! Forty treacher- 
ous new levels await you and up to 
three other friends in Gauntlet-The 
Third Encounter for the Atari Lynx. 
You've only got your weapon and a lot 
of guts standing between you and a 
horde of ghastly nasties, including: spi- 
ders, ghosts, giant frogs, walking cacti, 
xorpions, and even land sharks! 

In this game, you're on a quest to 
find the magical Star Gem that fell from 
the skies and landed somewhere in the 
depths of an eerie castle on a nearby 
mountain. You and your allies must 
venture through endless winding pas- 
sages in order to find the hidden door- 
way to the next level. If you're brave 
enough and smart enough, you just 
might fight your way to the last level 
where the Star Gem is hidden. 

Unlike the previous Gauntlet, this 
game offers a wide variety of new char- 
acters for you to choose from. You have 
your choice of: an Android, an Amazon, 
a Gunfighter, a Wizard, a Pirate, a Punk- 



not as durable when taking hits from 
monsters. You'll have to put each char- 
acter through his paces in order to find 
out which one is perfect for you. 

Thiere are a lot of useful items scat- 
tered about the mazes that really help 
you in your travels. Most importantly are 
apples that increase your life ratings 
and keys that open the many doors that 
block your way There are a variety of 
ancient scrolls that can revive you when 
you die, make you invisible from your 
enemies, increase your life ratings, and 
repel all enemies from you for a couple 
of moments, arrrang other things. 
Located on each level is a computer 
terminal that displays vital messages or 
allows you to purchase valuable items 
for your inventory. 

7A9I 




litem t^wacteps await yea in Baaatlet--Tlw 
JJHPd BKomtep. 

rocker,aSamurai,orevenaNerd! Each 
character differs in his Speed, Strength, 
Weapons, and Missile levels. Some 
nharacters are faster than others but are 




t^ and haomatkHt. 



PROTIP: When you 
tiglit ott enemies, 
it's tiest to iiositian 
youpseit in a corner 
so ttiey can't come 
up from beiiimt you. 



PROTIP: Use your food items as soon as 
you get them in order to keep space 
open in your inventory. 



Gauntlet-The Third Encounter is radi- 
cally different from other Lynx games 
because it features a 90 degree game 
view to take advantage of the full length 
of the screen. To play you have to flip 
the Lynx on end and hold it upright. The 
main screen gives you an overhead 
perspective of the action, and a smaller 
window at the bottom of the screen pro- 
vides a first-person perspective that 
enables you to see things that lie 
directly ahead of you just off the edges 
of the overhead screen. At first, it's a lit- 
tle awkward to operate the unit at an 
upright angle, but it's easy to get used 
to and soon you'll be blasting away! 

PROTIP: Watch out 
lor giant frogs that 
can jump over malls 
and other obstacles 
to get at you! 



PROTIP: Drop an ob- 
ject from your in- 
ventory to block off 
passageways. This 
will help keep nas- 
ties away from you 
as explore each 
chamber. 



PROTIP: Drop gold coin bags first if you 

ever need space in your inventory. 
There are more gold coin bags than 
anything else in the mazes. 

PROTIP: Shoot at all the walls and ob- 
stacles, some Just might blow away to 
give you easy shortcuts through the 



Gauntlet-The Third Encounter is more 
than a sharp sequel to the original 
Gauntlet. The choice of extra charac- 
ters, complex mazes, new nasty villains, 
and the ability to play it anywhere you 
go, puts it in a class by itself! 

B«mtl8t-Tba niPd Encounter by A^rl 
($38.B5h 
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BySHem 

Need a break from your squeaky-clean 
daily routine? Looking for a little excite- 
ment and adventure along with trillions 
of gallons of disgusting, sickening, gut- 
wrenching SUME?!? Well, you're in muck, 
errr, luck! You'll get ^1 that and more in 
Todd's Adventures in Slime World for the 
Atari Lynx. You and up to seven other 
Comlynxed friends are in store for the 
grossest escapade of your lives! 

Six Sickening Sojourns 

You are Todd, famous intergalactic ex- 
plorer, and you've located a mystaious 
derelict starship. Onboard you find a cap- 
tain's log which describes a planet called 
"Slime W3rid" that's filled with a vast 
treasure of priceless Slime Gems. 

You throw your ship into a hyper- 
speed U-tum and nxket straight for 
Slime World! However, gathering Slime 
Gems won't be easy because they're 
scattered within the deepest levels of the 
planet. And you must venture into the 
bowels of Slime World on foot! During 
your quest, you'll trudge, climb, jump, and 
crawl through hundreds of slime-dripping 
underground chambers and fight off 
hordes of repulsive, gooey monsters! 



You have your choice of six different 
adventures! Unfortunately, each time you 
plunge into the depths of Slime World, 
you only have a few vague clues to 
guide you. Fortunately, you have a hefty 
arsenal of weapons at your disposal. In 
addition to your laser pistol, you can find 
Mega Bombs, Slime Shields, Slime 
Cleansers, and portable Jet Packs along 
the way. Your most valuable item is the 
Computer Map which provides a super- 
detailed diagram of the winding maze of 
passages around you. 




PROW: Setting oft Mega Bombs requires 
extrame caution. Make sure that you can 
qalEkly duck into an ailiaeent chambBP as 
soon as you set one oil, or you'll end up 
charbroileil like everytbing else! 

Slip Sliaing Away 

You'll be amazed at the multitude of cav- 
erns, creatures, and catastrophes await- 
ing you at every turn. Watch your step. 




Carnivorous monsters that lay sub- 
merged beneath the slime can swallow 
you whole! You may also encounter slip- 
pery fields of ice, underground rivers of 
slime, and pulsating orbs that frequently 
erupt in a shower of green goop! 

Try to avoid getting too much slime 
on yourself. It's deadly stuff that can kill 
you if you don't use a Slime Shield, find 
a Super Slime Gem, or rinse off in a pool 
of clear water. 



PROTIP: Since you can only carry one 
Slime Shield at a time, It's best to activate 
a shield each time you Had a new one. It 
never hurts to have extra protection! 

Social Sliming 

With the Comlynx you can get down and 
dirty with your friends. Slosh through the 
sludge together or muck around individu- 
ally. Also, in some adventures you coop- 
erate with each other, in others you get 
into some serious slimeslinging! 

fJozin' to the Max! 

Adventure gaming fans will flip for Todd's 
Adventures in Slime Worid and quickly 
find themselves knee-deep in slimey sus- 
pense and muck-raking action. This cart 
is a fine showcase for the full range of 
the Lynx's video and graphic capabilities. 
Sharp graphics and an engaging story- 
line guarantee a fun-filled, messy fime 
for all! 

Todd's Adventures in Slime World by Atari 
($84,851 



1W0 CRASH COURSES THAT 



Take two courses that cover a lot of 
ground in a tiurry. Konami" brings NASCAR' 
endorsed, smasti andcrasli stools car warfare to 
tfie NES™ and Game Boy™ Winston Cup 
Ctiampion Biii Eiliott fielped design ttie ultimate 
driving experience, complete vi^ith functional 
instrument gauges, autfientic pit stops, 200 mph 
duels for pole position, spin-outs and a mind 
blowing first person perspective. You actually 
feel like you're in the roll cage of a real racer! 

Slide into one of three asphalt eating 
stock cars— Ford Thunderbird, Chevy Lumina 
or Pontiac Grand Prix (or an Oldsmobile 
Cutlass for Game Boy), Adapt your beast by 



adjusting gear ratio, spoiler angle, tire stagger 
and transmission to the hairpin turns of Sears 
Point and Watkins Glen or the high banked ovals 
of Daytona and Talladega (or Atlanta for Game 
Boy). Then get ready to scrape sheet metal against 
Bill Elliott and 14 of the nation's nastiest 
NASCAR drivers, either in single races or the 
grueling Championship Season. 

Then, when you become a gifted gear 
jammer enter the Konami Bill Elliott's NASCAR 
Challenge™ Contest. Send in your best NES or 
Game Boy Championship Season score. We'll 
fly the eight hottest prospects, four for the NES 
and four for Game Boy, in on Midway Airlines' 
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DIL TEI 
DAIYIACI 



WILL DRIVE YOU SIEER ClUZt 

to meet Bill Elliott and witness the 1992 Daytona 500, Then, each player will compete on 

the Bill Elliott game version on which they qualified. 

The winners receive a Ford Thunderbird Super 

Coupe! Even if you don't 

havethe point standings 

for Daytona, you can still 

winaBillElliott/Konami 

Racing Team jacket or a 

Bill Elliott NASCAR 

Racing™ LCD hand held 

game. See game pak for 

contest details. So racers, start your engines, 

you're competing to capture the flag as well as 

the Ford, 




HIT 'EM HI 

Konamr unleashes a combina- 
tion all-out aerial assault and gut 
churning ground blitz for your NES™ 
Its name: Loser Invasion™ The target; 
Sheik Toxic Moron and his earth shat- 
tering TechnoScorch Missiles. 

You'll pilot the Loser Invasion 
Helijet, an air slicing armor plated 
powerhouse ready to fire your choice of weapons. 
You must bank, dive and hover, employing advanced 
combat techniques against unrelenting waves 
of airborne enemies. 





Then land your bird of prey and charge 
the Sand Storm Command Center, home of the 
3-D Confusion Maze. To get there, pounce on 
divisions of Pharaoh Phantom tanks, chiller choppers, and 
an army of grenade throwing, machine gun toting terrors. 

Between battles, your life hinges on your own 
tacticol decisions. Gather enough skin saving objects, 
ammo and intelligence and you'll 
penetrate the Sheik's fortress of 
doom. But there won't be much time to do 
' your^dirty work. So let the invasion begin. 

" And now zap $10 off LoserScope™ 
Voice Command Optical Targeting Headset 
withiffrebate offer ty^\§k §Ji MMM '- 

Inside every Loser „^# ixUnlMIVll 
Invasion package. 





HIT 'EM LOW. 



